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WELCOME BACK! 

Whew, we, we made it! A second 
issue. A new launch is always a 
really scary venture - many 
magazines don't make it past the 
first issue, so here at PowerStation 
we're delighted to celebrate the 
milestone of being a super 
successful magazine (already). 

That's right, our second issue has 
100 pages jam-packed with the 
latest hints, tips and cheats to all 
the biggest games. We've tipped 
Grand Theft Auto Vice City Platinum, 
Forbidden Siren and World 
Championship Rugby, The coming 
months will see things get even 
better for us lucky PS2 owners, 
with Hitman Contracts and Driver 3 
due for release very soon indeed, 
and many more classics (including 
San Andreas, the next Grand Theft 
Auto game) on the way. As ever, 
stick with us for the best guides to 
all of them! Also, thank you for all 
the letters - we were delighted 
that so many of you wrote to us 
after buying the first issue. In fact, 
so many of you bought it that we're 
just about sold out! 
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Bad Boys II 

I Enter the following code 
rM when you get to the "press 
tai start" screen in order to 
unlock all the cheats. You can 
then access them in the Police 
HQ menu. 


howhardcanitbeO 


howhardcanitbel 


howhardcanitbe2 


howhardcanitbel 


Howhardcanitbe4 


howhardcanitbeS 


howhardcanitbe6 


howhardcanitbe7 


Difficult! 


Unlockables 


Ensign Lieutenant |r difficulty and 
terrorist weapons 


Lieutenant Lieutenant Commander 
_difficulty and MGL available 


Commander _ Capta in difficult] 


Captain Rear Admiral difficulty 


Rear Admiral Vice Admiral difficulty 


Vice Admiral Admiral 






i Take first place every time you race! 


H Finish the game on each 
difficulty setting for a 
range of extra features. 
Here are all the unlockables: 


Unlock the cool bikes with ease? 


% Smash your car up, but cause no damage! 


Midnight Club 2 


Having trouble taking pole position in this Rockstar classic, 
about to be re-released on a platinum label? Enter these 
cheats in the cheat code menu, found in the options menu. 

Unlockables 

There are some extra goodies 
available for you to unlock in the 
game. You simply need to 
accomplish the following 
objectives in order to get yoursi 
the relevant extras! 


Enter one of the following codes 
to adjust the difficulty, with 0 
being the easiest and 9 being 
the hardest: 


B Unlock the coolest cars! 


Make sure that 
your rivals get to 
see of you is from 
behind thanls to 
these brilliant 
cheats! 
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Codes 


BLF450X 

Complete game 100% 


LAPD COP CAP 

Win all LA arcade circuit tracks 
PARIS COP CAR 
Win all Paris arcade circuit tra 


Win all Tokyo arcade circuit 
tracks 


^ i tg w 


■ Lieutenant Commander Commander 
difficult! 


■ Lieutenant |r 


Lieutenant difficulty 
and level select 


howhardcanitbe8 


Howhardcanitbe9 


Cheats 

Alternatively, you may wish to try 
some of the following cool 
cheats, which can be entered in 
the same way. 


In air controls carcrobatics 


reenLantern 


Machine guns and rockets savethekids 


iadiator 


Unlock all vehicles theCollector 


Infinite nitrous 


Unlock ail locations in arcade 

Globetrotter 


Unlock everything in arcade rimbuk 


•J 
• 

fill] 

\'J\ 




, y Decapitation! 
InflnifefqrfBWes 
No reloads*^ 
(j) Molotovs 
(J? Infinite 

* Back I 


walking enemies 

Ml wwm? 

^ Extreme qore 
<5? Drug effect 
© Super shotgun 


Accept ft 


■ All these cheats can be yours! 






















































ALL THE VERY LATEST PLAYSTATION CHEATS AND CODES 
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S All missions open! Time to boldly if Unlock all the ships with a few 

go where no man has been before! simple button presses. Nice! 


Star M: Shattered Universe 


The Sims 


I Press CD + CD + CD + CD 
I simultaneously on the main 
1 menu to get the cheats menu, 
then enter the following codes. 


Cheats 


MIDAS Unlock all objects, skins 

and 2 player games 

FREEALl All objects free 

PARTY M Party Motel 2 player game 
SIMS Sims mode 

FISH EYES First-person view 

_(press © to change view) 



Cuter Cheat 


A B C D £ F Backspace 

G M I J K L Space 

M N 0 P Q R Done 


■ Enter the codes here to get some nifty little extras 
that you're not supposed to know about... 


■ Captain's log, star date issue 100. Enter the following codes when 
H you get to the bridge screen in order to access all the secrets that 
H the game has to offer: 

Cheats 



ALL MEDALS AMD RANKS 

| INVINCIBILITY 

<D, CD, 0, ®, CD, ©, 

O' 

CD, ®, CD, CD, ©, ©, ®, 

ALL MISSIONS 


| KOBAYASH! MARU 

CD, 0, ®, 0, 0. CD, 


CD, ©, 0, CD, ©, ©, CD, 

ALL SHIPS 


Note: These codes may not work on 

0, ©, CD, ©, CD, CD, 


all versions of the game. 


Get your hands on new skill settings as you unlock them! 





Colour maps for every level! 
Step-by-step walkthrough! 
xboK live multiplayer tips! 


Behind every great secret agent. 


| BONUS SOLUTI ON TO THE ORIGINAL S PUNTER CELL _ 

...stands a great guide. 


HIGHBURY - PARAGON 
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automatically push his face 
down into the water to deplete 
his energy. Watch out though, as 
Cheung will do exactly the same 
thing to you given the chance. 
For this reason it's not advisable 
to attack him in any other way 
except 


Cheung fights with a drunken 
boxing style which makes him 
tougher to defeat. As he sways 
about it looks like he's 
vulnerable to attack but he 
usually isn't. The trick here is to 
counter his attacks until you hit 
him, then while he stumbles 
back grab him and Kit will 


other is on the floor. They 
don't block that much so it's 
pretty easy to get a few good 
combos. The fight will end 
before the twins are defeated 
as they leg it once they hear 
the police sirens. Obviously 
this doesn't happen until 
you've got their energy down 
by a significant amount. 


These twins may look 
daunting but aren't too tough 
to beat. They attack you at the 
same time from opposite 
sides so you need to counter 
these attacks to hit them 
both. It's best to concentrate 
on them one at a time and try 
to get into a rhythm that sees 
you fight one twin while the 


■ Cheung will often counter your moves so 
you'll end up with your face in the water. 


■ Don't let Sung attack Michelle otherwise 
her energy will drain and you'll lose the fight. 

certain level he'll start playing 
dirty. He will charge forward 
and grab you and you can't 
block or counter him. He'll 
then lift you up above his 
head and throw you to the 
ground. This will make you 
lose a large chunk of energy 
and can rapidly turn what 
looks like a certain victory into 
a crushing defeat. Once Sung 
gets down to a low level of 
energy it's advisable to use 
collaborative attacks with 
Michelle, as this will keep you 
at a distance from him. 


■ Don't let up in your attack on Sung Lung as 
once he has the upper hand he's tough to beat. 

Sung is a real pain, because 
not only do you have to defeat 
him, you also have to make 
sure Michelle survives, and she 
isn't exactly the greatest at 
defending herself. 

He seems simple enough to 
start with and if you get him 
back into a corner it's quite 
easy to pummel him. However, 
once his energy gets to a 
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BILLY SOON 
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■ Use the barrels as cover but watch out for 
objects falling from above. 




If you're 


sucessful 


your attack then 


should 


like 


this 


see 


scene 


is stunned. Once ail of the 
objects have been used then it 
becomes a good old fist fight. 
Mui Lin is pretty quick and very 
good at dodging your attacks, 
but if you're lucky enough to 
back her into a corner then you 
should be able to keep 
pummelling her. 


At first Billy seems impossible to 
defeat and his blade will make 
short work of you. However, 
once you know how he's 
actually one of the easiest to 
defeat. In the area you fight him 
in you'll see some wooden 
boxes; smash them all open to 
find two sticks. Keep a fair 
distance from Billy and throw 


■ Smash the boxes to find the sticks 
and have a hope of winning. 


This fight is slightly different from 
the rest as you use guns, not 
fists. You should be used to 
using guns by now and there's 
not much difference except that 
Won takes a lot more shots to 
die than normal enemies. There 
are lots of crates to hide behind 
but, as you'll probably notice, 
there are things hanging above 
some of them. If you hide 
beneath them Won will more 
than likely shoot and send them 
crashing down on your head. 

You can do the same to him, 
although he does have lightning 


■ Dive to dodge Won's bullets and send some 
of your own in his direction. 


fast reactions so the chances of 
hitting him are slim. There are 
also some barrels on the decks 
of the boats which can be shot 
to cause damage. Just make sure 
Won is standing nearby or it's a 
waste. Once Won has lost a 
certain amount of energy he'll 
leap to the next boat so you 
must follow him to continue the 
fight. Wait for him to pause 
before you come out of your 
hiding place to fire and don't 
forget you can use your adrenalin 
meter to slow things down and 
get a few good shots in. ^ 


■ Once you have the sticks throw them at 
Billy then make your attack. 


■ Quickly grab as many objects as possible 
and throw them at Mui Lin. 


The first thing that you will 
notice when you begin this fight 
is that there are plenty of objects 
for you to pick up and throw, 
although Mui Lin is just as ready 
to make use of them as you are. 
Try to beat her to it and throw 
your object at her first, and then 
hit her with a combo while she 


one at him. As he's stunned m 
launch a combo until he's on ^ 
his back. Quickly pick up your 1 
stick again ad keep back. Repeat 
this process until he's defeated. 
Once Billy's energy gets down 
to a certain amount he'll be 
thrown another blade but once 
you know how to defeat him it . 
doesn't make much difference. * 
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The twins are back and this time 
you must fight them to the finish. 
Their fighting hasn't changed 
much and they still don't block 
very much, making it easy to get 
some good combos in. Obviously 
you'll need to counter when they 
attack simultaneously from either 
side, and if you do it well enough 
they may even hit each other. 
They will sometimes do 
collaborative attacks but it's 
pretty rare and you should be 
able to block or avoid them. As 
before it's best to concentrate on 
one at a time, attacking one 
while the other is recovering. If 
you get a good hit in they 
sometimes bend over dazed for a 
few moments; use this 
opportunity to hit them with a 
good combo. 


automatically grab the gas mask 
and take a few breaths while 
Kwan loses energy. After a few 
moments Kwan will grab it back 
and the fight will continue. Keep 
grabbing the gas mask until 
Kwan's energy is low enough 
that another cut-scene kicks in. 

Once it's over you'll be 
outside on the balcony with 
Michelle hanging on to the 
edge and Kwan continuing to 
attack (with a full energy bar 
again). You must keep an eye 
on Michelle's energy bar 
because as it depletes her grip 
on the ledge loosens until 
eventually she falls. Kwan is 
tougher now than ever and will 
block pretty much everything 
you throw at him. You must 
continually counter and once 
you get a hit in run over to 
Michelle and help her regain 
her grip on the ledge. Continue 
this hit-then-help routine until 
Kwan is defeated. 


Defeating Kwan isn't easy but it 
can be done. Just counter every 
attack that he makes, and 
when you get a hit in follow it 
up with a flurry of attacks and 
you should knock some energy 
off; be careful he doesn't 
counter, though. There's also a 
chair next to his desk that's 
good for one hit. 

Once you've worn him down 
enough he'll close the shutters 
in the office and release some 
gas from the vents. He'll get all 
his energy back and put on a 
gas mask. You will now have an 
air meter which will gradually go 
down unless you get the gas 
mask from Kwan. He will be 
more on the defensive and less 
likely to attack, although if you 
leave yourself open to it he 
won't hesitate. What you need 
to do is get close and keep 
punching away until you get a 
hit in. While he's briefly stunned 
grab him and Kit will 


■ Keep your wits about you otherwise 
you'll get slapped. 

Most of the time, 
however, the best course of 
action will be to counter her 
until you manage to get a 
hit in. Hopefully she will be 
briefly stunned, and this will 
allow you to land a quick 
combo. Keep doing this ^ 
until she's defeated. 
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GAME ESSENTIALS 


GENRE: RPG 

PUBLISHER: ACCLAIM 

PRICE: £39.99 




If vou don't know your mages 
from your barbarians then worry 
no longer. We're here to hejp 
with these handy hints and tip|J 
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wade into combat without the fear of 
you both dying, as he will 
immediately regenerate as soon as 
he's killed. This is by far the easiest 
way to clear the majority of the game 
(especially once you start tackling 
Extreme mode) and should be 
employed whenever possible. 

Share the workload as well. 

Fighters can obviously carry a lot 
more than necromancers or monks, 
so it's a good idea to collect as many 
items as you can between you and 
then divvy up the rewards once 
you've sold them at the nearest shop. 


a f you want to get the best out 
of Baldur's Cate Dark Alliance 
II, you may want a friend to tag 
along with you. It makes things a hell 
of a lot easier, and also adds a whole 
new slant to the gameplay. 

Send the most heavily armed 
player into general melee and use 
the remaining character to cast spells 
from a distance, or snipe away using 
crossbow bolts or arrows. Whenever 
you arrive at a save point, always 
make sure that whoever's firing with 
a missile weapon stays next to it. By 
doing this your partner can simply 


Dorn The Barbarian The Rogue 

Essential feats: Barbarian rage, Essential feats: Accuracy, endurance, 

death blow, cleave, improved critical, forge lore, great fortitude, hail of bolts, 
power attack, sprint, sunder, two improved critical, precise shot, 

weapon fighting. ransack, smokepower bolt, 

Special skills: Animal friendship, smokepowder satchel, stealth, 

bale arm, barkskin, heart of the bear, Special skills: Cleave, death blow, 
heart of the wolf, resist elements. dwarven warsong, great weapon. 

When you get time, speak to bonus, shield bash, shield expertise 

Randalla; she will send you to see the Go and look for Durham, who will 
druid Allana. Allana will explain that a tell you the story of a huge basilisk 
green dragon is currently terrorising that can be found in the halls of 
her woods and needs to be defeated. Gandam's Hold. Defeat the oversized 

Once the dragon is slain, you'll be lizard in order to allow Durham's clan 

able to gain access to previously to reclaim their lost home and then 

untapped druid abilities. gain yourself a new selection of 

powerful skills. 


W ith five initial characters 
to choose from (and two 
hidden ones) it's going to 
take you some time to fully 
complete the game. Whilst all five 
main characters have access to 
both melee and missile weapons, 
their actual feats differ greatly. 

Sure, a fair few abilities are shared 
by everyone, but it's the unique 
skills that set all the characters 
apart from each other. In addition 
to your main feats, you can also 
gain special skills by completing 
specific side quests. You can 
activate these quests any time after 
you reach Act III, so make sure 
you've stocked up on the essential 
feats first. 

The Necromancer 

Essential feats: Alchemical lore, 
animate dead, armour proficiency, 
clarity, dark possession, enchant 
item, enervation, flame arrow, ray of 
enfeeblement. 

Special skills: Claws of darkness, 
shadow conjure, shadow shield, 
shadow spray. 

Once you have paid Omduil a 
specific amount of money, he will 
mention an old clock tower. Once 
you've defeated its owner, you will 
be able to gain access to your new 
shadow abilities. 


The Cleric 

Essential feats: Accuracy, bless, cure 
wounds, divine strength, flame strike, 
iron will, protective ward, sanctuary, 
spiritual weapon, turn undead. 

Special skills: Cleave, combat 
reflexes, death blow, improved critical, 
power attack, shield bash, shield 
expertise, smite evil, sunder. 

Inside the church of Helm you will 
find Huros. You will soon discover that 
an evil cleric is busy raising an army 
of undead warriors. Make your way to 
the town of Asbravn and then defeat 
the cleric in order to receive a whole 
new selection of skills as reward. 


Essential feats: Accuracy, armour 
proficiency, combat reflexes, crushing 
blow, deflect missiles, improved 
critical, spinning strike, sprint, stunning 
blow, unarmed combat. 

Special skills: Arterial strike, crippling 
blow, hail of knives, poison, stealth. 

Chatting with Ulua will reveal the 
location of the clan of assassins that 
killed your family. Once you've located 
the monastery that the assassins 
inhabit, you'll need to defeat their 
leader, Draezern The Direhand. Once 
he's slain, return to Ulua, who will 
give you some scrolls that contain the 
relevant new skills. 
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to use is to send Entreri in and 
then use Drizzt's magic from a 
distance. Of course, you could 
always activate invulnerability, but 
that's just being cheeky. 


s soon as you complete 
* the game on any setting 
jA’ Vyou'll unlock Extreme 
mode and also gain access to 
Drizzt Do'Urden, one of the most 
famous characters of the Forgotten 
Realms and a deadly dervish with 
his twin scimitars. Complete the 
game on Extreme mode (not an 
easy task by any means) and you'll 
gain access to Drizzt's long term 
adversary Artemis Entreri, the 
master assassin. Although both 
characters are extremely powerful, 
playing with them does result in a 
few drawbacks... 

The most obvious is that neither 
character has any access to missile 
weapons; as a result of this you'll 
have to modify your gameplay to 
try and compensate. A good tactic 


Vampiric Weapon 

Items needed: Any flawless 
weapon, 16 rune stones, 16 rubies, 
16 emeralds 

Result: Using the above will create 
a weapon that can drain both 
health and energy from your 
opponent and then directly transfer 
it to yourself. 

Charged Weapon 

Items needed: Any flawless 
weapon, 16 rune stones, 16 topaz, 
16 corals 

Result: Essentially a supercharged 


rowerctation 

INSTANT RECALL 


lightning conductor, using a 
charged weapon will result in a 
devastating 40 points of shock 
damage being dealt out to anyone 
unlucky enough to be on the 
receiving end. 

Armour Of The 
Warlord 

Items Needed: Any flawless piece 
of armour, 16 rune stones, 16 
amethysts, 16 rubies 
Result: How the tables have 
turned. This magical item 
possesses the handy ability to 
reflect any damage back on to your 
hapless foe. And the more rune 
stones that you supply, the greater 
the amount of damage gets 
reflected back. 


MAKING 
MAGIC 

One of the most important skills you can learn 
is the creation of magical items. It's essential 
that you gain access to as many rune stones 
as possible, as these are needed in order to 
start the enchanting process. 

Once you're ready to start, you'll be shown 
all the various items you have that can be 
upgraded. Each item ranges in quality from 
shoddy to flawless and you should use 
flawless items whenever you get the chance 
(although anything from fine and above is 
suitable). Add a rune stone to the first 
available slot, then fill the remaining two slots 
with whatever gems you have picked up. The 
more rune stones you add to the item, the 
more powerful it becomes (it's possible to add 
176 nme stones to a single piece of 
equipment), so make sure that you seek out 
and buy as many as you can. With so many 
different gems and items available the 
combinations you can try out are pretty much 
limitless, but if you're looking for a specific 
type of item, try some of the following. 


■ Drizzt will be unlocked as soon as the game is 
completed on any skill setting. 


to the magic process, so 
as you can. 


^^P^ie Recall potion is by far 
* I the handiest item in the 
game, and providing you 
use it correctly the game can be 
completed in one (very long) sitting. 
Once you arrive at Baldur's Gate, 
visit Bartley the shop keep and stock 
up on at least two recall potions and 
as many health potions as you deem 
necessary. Whenever you find 
yourself running low on health and 
devoid of potions, use a recall 
potion to teleport back to Baldur's 
Gate. It's then a simple task of 
selling all the items you've currently 
acquired, stocking up on more 
potions and re-using a recall potion 


■ Rune stones can be combined with other gems in 
order to upgrade weapons. 


■ The effect of the stones you have added to the 
weapon are now displayed. 


to recall to your last location. Just 
make sure you always have at least 
two potions on you at any one time 
and that you don't try to recall 
during a boss fight. 


■ No-one wants to play through huge sections 
again, so make use of Recall potions! 





K 
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Yaw fortune ends here, adventurer--thM time. 


I Aizgora is one boss who is not exactly pleased to 



■ Cold magic is an extremely useful tool to use 
against the dragon, for obvious reasons! 



■ Don't get too close otherwise you will be caught 
in an extremely fiery blast! 



■ Use spells or missiles to bring Aizagora down to 
earth when she takes off. 
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here are way too many 
bosses to list here but 
rest assured, we'll tell you 
how to deal with the toughest 
ones. As a general rule, you'll want 
to stock up on as many potions as 
humanly possible. Each boss is 
always situated next to a save 
point, so make sure you recall 
back to Baldur's Gate in order to 
buy enough potions. If you're 
playing with a second player, use 
the same tactics as previously in 
order to achieve an easy victory. 

When you're playing by yourself, 
you'll need to make good use of 
the block ability and then attack 
back whenever you witness an 
opening. Many bosses have a 
selection of lackeys and will 
attempt to hide behind them. 
Always attack the boss over his 
minions, as they will immediately 
die when the boss is defeated. 

Aizagora The 
Red Dragon 

After meeting her near the 
beginning of the game, you finally 
get to face off against her in the 
elemental plane of fire. Be warned, 
as she's one tough cookie (er, 
dragon). Try and stay as far back as 
you can to avoid her fiery breath, 
and then quickly move in and hit 
her with everything you have. Cold 
magic is very useful against her, 
but you need to make sure you 


avoid the various spells she can 
cast. Every now and then, Aizagora 
will take to the air; use spells or 
missile weapons to bring her back 
down to earth. 

Randalla 

She might have been a useful ally 
to begin with, but Xanhast 
eventually turns her into a 
vampire. Randalla fights 
barehanded, so make sure you use 
long weapons, or snipe away at 
her from a distance. If you go head 
to head, continually block and let 
her run through her repertoire of 
attacks; she'll soon leave herself 
open for attack and enable you to 
quickly finish her off. 

Xanhast 

Be careful now, as Xanhast is a 
right nasty piece of work. He has 
an array of devastating attacks and 
is extremely deadly with his 
magical weapon. It's best to attack 
him from a distance with ranged 
weapons or spells and try to avoid 
his deadly blows. 

Mordoc 

SeLanmere 

This is it. Mordoc puts up one hell 
of a fight and is extremely deadly 
with his sword. He has an attack 
that will drain massive amounts of 
your health (and in turn restore his 
own), and he can also summon up 



a shadow that restores more 
health to him as well. Ranged 
weapons are your best attacks 
here, although this will allow 
Mordoc to transform into a swarm 
of bats and rapidly close the 
distance. Your best tactic is to 
constantly run and fight (whilst 
avoiding that deadly blade). Once 
he's defeated, Baldur's Gate is 
saved. Well, for now... 



ft 

Xerthest 

n 

1 Hrmph. I ms almost wofflid it here. it 

would hove fobbed t 

nt of the joy of you. 

* Xarthau... you'd 

r the vahrpif* that *fi*u|*d ftamtatfa. 


■ As with Randalla, it is best to attack Xanhast 
from distance, using ranged weapons. 





mm 

■ Mordoc is a deadly adversary, so exercise 
extreme caution! 



, 


im 1 


■ Keep moving, unless you have a secret yearning 
to be turned into mincemeat! 
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in no way exclusive and is completely unofficial. An official guide may be available for sale through another publisher. 
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Page M Day and Time 

21 I 


Risa Onda 


23 Pay and Time 


Tamon Takeuchi 


Naoko Mihama 


Day and Time 


Day 1 - 02 00 


Day 1 - 20:00 


Day 1 -1900 


Day 2 -10:00 


Day 1 - 22:00 


Day 2 -18:00 


Day 3 - 03:00 


Reiko Takato 


Day 3 - 22:00 


Day and Time 


Da 


1 - 02 00 


Kei Makino 


Dayl 


- 23:00 


Day and Time 


Day 1 - 05:00 


Tomoko Maeda 


Day 1 -12:00 


Da^ 


and lime 


Day 3 -12:00 


Day 1 -17:00 


Day 3 -16:00 


Day 2 - 06:00 


Akira Shimura 


Harumi Yomoda 
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The storyline in Forbidden Siren jumps all over the place, so the 
Link Navigator can get rather confusing. Here's a handy index that 
simplifies it and will help you find the mission you're looking for... 


Day 1 - 22:00 


Kyoya Suda 


Shiro Miyata 


Day and Time 

Day 1 - 08:00 
Day 1 -16:00 


Day and Time 


Da^2 -15:00 


Day 3 - 00:00 


LINK 

navigator 








































FbwerStation 


WALKTHROUGH 


ARCHIVE ITEMS 


ARCHIVE items 



Find this recipie for tasty 
noodles in the cafeteria. 


1039 Dousojin statue 


Naoko Mihama 


Day 1 -19:00 


1040 Akira Shimura's hunting licence 


Naoko Mihama Day 1 - 19:00 


1041 Library card 


Naoko Mihama Day 1 - 19:00 


1042 Triangle 


Naoko Mihama Day 1 - 19:00 


1043 Yoriko Anno's student ID 


Yoriko Anno 


Day 1 - 20:00 


jr t A local tpecia 

X \ iron r«(T m>$ 

/ \ rtw minM of f 

/ „ m Tho tridOBte-!. 

‘•ter*-; every lime il * 

X «omqu* in»K 


|044^PremieMssueofAdant^ 


Tamon Takeuchi 


acidity product mad 
Mtsumi tin found in 
of Manurfa. 


1045 Fortune paper from Mizuhiruko Shrine 


Tamon Takeuchi Day 1 - 20:00 


1046 Tamon Takeuchi's research notes 


Tamon Takeuchi 


Day 1 - 20:00 


042 


every Urae U » stiuck, making ft 
• umqu« inatfunwtt uolika any 
dtfw tritoqlr in the world. 

( 1 ) 


Open the school bag in one of 
the mine shafts to find this. 


1047 Note left by Tomoko Maeda 


Tomoko Maeda 


l04^^Stargazer£Circle^jye^ 


Naoko Mihama 


Day 1 - 22:00 


1049 Book of Hanuda folk tales 


Naoko Mihama Day 1 - 22:00 


1050 Historical chronology of the Miyata Clinic 


Day 1 - 22:00 
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No. Item 


Character 


Day and Time 


051 Sculptural relief of angels 


Risa Onda 


052 Legend of Princess Konohana 




22:00 


053 Weekly magazine 'Shintokumaru' 


JJyak^(ajir^^^^JJa^^23|00 


054 Hymn book 


^eikoTakat^^^^^a^-^3j00^ 


Reiko Takato 


Da^l - 23:00 


055 Book of Deliverance - Kiruden 


Reiko Takato 


Day 1 - 23:00 


056 Patient's letter 


Shiro Miyata 


Day 2 - 00:00 


057 Uryen 


Shiro Miyata 


1 2 - 00:00 


058 Idol found in Buddhist altar 


Kyoya Suda 


l 2 - 01:00 


059 Misumi Daily Gazette 


Kyoya Suda 


Day 2 - 01:00 


060 Midnight Pimpernel 


Kyoya Suda 


Ml^JNaok^Jihama^unio^^ 


Naoko Mihama 


JDiay^- 


01:00 


( 062^^edicahnote^m 


Kei Makino 


B Day2 > - 


03:00 


^6^^evotiona^paintin^^dvetit0fAnge^ 


Day 2 - 04:00 


Tomoko Maeda Day 2 - 06:00 


064 Tsuchinoko reward poster 


Tomoko Maeda 


Day 2 - 06:00 


065 Book of Deliverance - The Great Serpent 


Kei Makino 


Day 2-06:00 


066 Boat of Utsubo 


Hisako Yao 


067 The Kasutori Inquirer 


Kyoya Suda 


Day^-OfcOf^ 


Day 2 - 07:00 


068 Shiro Miyata's driver's licence 


Kyoya Suda 


069 Naoko Mihama's resume 


Day 2 - 07:00 


070 Faded photos of Akira Shimura 


Kyoy^ud^ 


Day 2 - 07:00 


Tamon Takeuchi 


071 Marks on railing 


Da^2 -10:00 


Tamon Takeuchi Day 2 - 10:00 


072 Graffiti em 


igraved ii 


into table 


Harumi Yomoda 


Day 2 -15:00 


073 Kamoshika notebook 


Harumi Yomoda Day 2 - 15:00 


074 Beaded doll 


Harumi Yomoda 


075 Book of Deliverance - Fruit Of Vieda 


Day 2 -15:00 


076 Graffiti found on hospital wall 


i> MiyakcJCajir^ B ^^Da^^l5^00 


Tamon Takeuchi 


Da^2 -18:00 


077 Photo from old album 


Tamon Takeuchi Day 2 - 18:00 


078 Book of Deliverance - The Good Tidings 


Hisako Yao 


Day 2 -19:00 


079 Signpost containing map of Arato 


K^oya Suda 


Day 2 - 20:00 


^8^^Th^akeuduMonographs^acre^belief^MJanud^^<yoy^ud^ 


081 An introduction to Hanuda 


Harumi Yomoda 


Day 3 - 00:00 


082 Bag o' laughs 


Harumi Yomoda 


Day 3 - 00:00 


083 Diary written by Kajiro maid 


Harumi Yomoda 


084 Tamon Takeuchi's organiser 


085 Ellie Azuma's vinyl record 




ra Suda 


J)ay^ 


00:00 


Tamon Takeuchi 


J)ay 


3 - 03:00 


086 Aerial photo of Hanuda village 


J)ay3- 


03:00 


087 "Brain Cell Revival' game 


^amonjfekeuch^^^ay^^l^ 


00 


088 Will left by Kei Making's stepfather 


J(yoy^ud^^^^^Da^^^3j0^ 


Kei Makino 


Day 3 - 07:00 


089 Photo of twins 


Kei Makino 


Day 3 -12:00 


090 Letter addressed to Tamon Takeuchi 


Kei Makino 






Kei Makino 


Day 3 -16:00 


092 Skyfish 


Kei Makino 


Day 3 -16:00 


093 Burnt scrap of white coat 


094 Special issue of Atlantis magazine 


Jamoinakeuch^^3a^-^0j0^ 


095 Devotional painting - Paradise 


Jamoinakeuch^^^a^^^Ojl 


00 


Kyo^a Suda 


^9^^h^jomuranag^ 


J)ay3^ 


23:00 


JtyoyaSuda^^^^a^^^ 


097 Tamon Takeuchi's childhood diary 


Tamon Takeuchi 


1 3-23:00 


098 Misumi Daily Gazette 


Harumi Yomoda 


1 099 The truth behind the H anuda incident 
100 Misumi Daily Gazette 


> Da^3^ 


23:00 


H»PD 

Archive 


mm* * 

No 087 

Uryen 
Shiro Miyata 
Day 2 00:00 

& 

C.A j 

iliita* 

Misumi Museum 



Designated cultural artifact 

Cross-shaped clay figurines 

**- 

uL v: 


with armaments 

Length : Approx. 20 cm 

> A , ■ 


Origin : Unknown 

Date : Unknown 

G?) 



NO 062 

Medical notes written by Shiro Miyata 
Kei Makino 

_ Day 2-04:00 


A medical chart containing iKites 
from a lab experiment 

— Femoral vein severed. 

•• Anterior region dissected. 

-- Abdomen opened. 

-- Head detached. 


Bag o' laughs 
Harumi Yomoda 
Day 3 - 00:00 


A toy that enjoyed huge 
popularity in Japan in the 1970s. 

How to play with this toy: 

Remove the device from 
inside the bag. Insert two AA 
batteries into the battery 
compartment, ensuring they are 
aligned properly. Replace the 
device in the bag. (D 



No. 087 

“Brain Cell Rnvlv.nl - g.-imn 
Kyoya Suda 
Day 3 - 03:00 


A Gift from Outer Space! 
Mental stimulation 
kw all ths familyt 

%t - Work out all 7?,185^03,100,70S 
different combinations! 


082 


Set off the Bag o' laughs 
to distract a Shibito. 


Find this board game nent to 
the hunting rifle as Kyoya. 


'X' days later - 00:00 
'X' days later - 04:00 




AQ^Ti 16 Homuranagi is handy 
U/v for decapitating Datasushi. 
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WALKTHROUGH 


FORBIDDEN SIREN 


SURVIVAL TACTICS 


SURVIVAL tactics 


KNOW YOUR ENEMY 


If you Sightjack the Shibito for 
long enough you'll see that many 
of them have set routes that they 
follow and areas that they patrol. 
Watch them for an extended 
period of time and you'll learn 


their patterns, enabling you to 
make a run for it at the optimum 
moment. On levels where you 
have no weapons this is an 
essential practice that will help 
you get to the end unscathed. 


Don't get backed into a corner, 
especially when low on ammo. 



i 


' jp-M r 





n t 

Mr 911 M 



JR’jp... 


/jr. .QQBfcii 

mwBSKM 




Try to avoid confrontations in confined 
areas especially with fast moving Shibito. 


OPEN TO ATTACK 


When you are Sightjacking, 
remember to make sure that you 
aren't out in the open where a 
Shibito might catch sight of you. 
You are completely defenceless 
while you are Sightjacking, so any 



Look out for sniper Shibito and Sightjack 
to see if there are any when you start a level. 


Shibito that wishes to come up 
and slap you round the face with 
a spade is free to do so without 
you even knowing. Keep well 
hidden when you're vulnerable to 
stop this happening. 



When you are escorting someone make 
sure you don't leave them behind. 



Don't drop from too greater height 
otherwise it will take time to recover. 


NASTY FALL 


It is possible to jump from 
certain heights in Forbidden 
Siren, including from rooftops 
and ladders. 

However, it's not necessarily 
the fall that might be dangerous 
to you, but the time that it takes 
for you to recover from it at the 
bottom. The greater the height 
that you jump from, the longer 
it will take you to get back onto 
your feet again, and meanwhile 
you will be left vulnerable to 
attack from any nearby Shibito 
that might happen to be 
wandering past. It always makes 
sense to look before you leap to 
avoid such nasty surprises! 



If you are seen by a Shibito when 
you land make a run for it of you can. 


HIDEY HOLE 


If a Shibito happens to spot you 
then your best course of action is 
to quickly find somewhere that's 
safe to hide from it until its 
interest in you disappears. 

The Shibito are rather 
inconsistent when it comes to 
their vision; some have the ability 
to spot you from a huge distance 
away and through dense fog, 


while others don't even notice you 
when you're hiding right in front 
of them. 

Use your Sightjacking facility on 
them to make completely sure, 
but don't make the fatal mistake 
of assuming that, just because you 
can't see yourself through a 
Shibito's eyes, they aren't able to 
see you. 



Turn off your torch to reduce the 
chance of being spotted by the Shibito. 


l _^_ 


LOCK 

M 

load| 


Be sure to reload your gun at 


every available opportunity, even if 
you've only fired one shot. All it 
takes is for a group of Shibito to 
attack when your gun is half 
empty and you're in big trouble. 



Only stop to reload when the coast 
is clear and not when under attack. 


BOOM ST ICK 


The hunting rifle may be a 
powerful weapon, but at close 
range it's quite difficult to use. 
Because of the way that you are 
forced into first-person mode and 
the length of time it takes to 
bring the gun into a firing 
position, you may find that the 
Shibito you're trying to take down 
has already finished you off. For 
this reason it's a good idea to 
take out Shibito from a distance 
and run away from any that get 
too close. 



When facing more than one Shibito try to 
draw one of them away to defeat first. 
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If you're trying to do a second 
objective of a mission but it won't 
appear then it's probably because 
you haven't done something in an 
earlier mission. To find out which 
mission that is, press <D when you 
have the cursor over the mission 
you are stuck on in the Link 
Navigator. It will only work for one 
at a time and only on those that 
stop you from reaching the end 
(not every mission has to be 
completed for you to see the 
credits roll). If it works, then arrows 
point to the missions that still 
require you to do something to 
unlock the second objective on the 


later missions. Obviously you can 
only do this once you've unlocked 
the stage select function after a 
few missions are completed. 


Hit the Shibito as hard as you 
can to knock them out quickly. 


When you don't have a gun, 
you will need to rely on 
whatever other weapon you 
may have to hit the Shibito 
with. However, it's not all bad 
because it doesn't take too 
much work to down the 
average Shibito, as long as you 
hit them hard enough. 

You have two different 
strength attacks at your 
disposal - tap the button to 
deliver a soft blow, which will 
damage your enemy but won't 
stop them coming for you. 
Alternatively, hold the button 
down to deliver a hard blow 
that will send most enemies 
staggering backwards. 

However, this method does 
leave you open to attack for a 
moment while your character 
swings their arm back, so make 
sure you use it wisely. 


Make sure you search the levels for 
hidden items that unlock later objectives. 


If you have another weapon as 
well as a gun, use it when possible 
to reserve ammo. The amount of 
ammo you get is set at the start of 
each mission and isn't affected by 
what you've done before, but there 
are some missions where if you 
use all your bullets on the early 
Shibito you'll have a tough time at 
the end of the level. 


When the camera view suddenly 
changes to a top-down view then 
it usually means that there's 
something nearby that you can 
pick up, or some other sort of 
action that can be taken. 

If your character is carrying a 
torch then they may also be able 
to shine it at the object, therefore 
making it easier to identify. Look 
out for this happening so that 
you don't miss out on any 
important items. 


There are some items to pick up in this 
room and the camera should show you where. 


Don't let the Shibito get too close 
otherwise you'll be in trouble. 


Both of these varieties recover 
from attacks extremely quickly 
and so they can really catch you 
by surprise if you don't move 
away from them fast enough. 
These Shibito will also use up a 
huge amount of your ammo if you 
find that you have to keep on 
shooting at them. 


In the earlier stages of Forbidden 
Siren many of the Shibito will stay 
down for quite a long time after 
you have knocked them out or 
shot them. However, when you 
progress further into the game 
you will also have encounters 
with the more resilient spider and 
dog-like Shibito. 


Some Shibito can be out-run easily so find 
a hiding place until they stop looking for you. 


These crawling Shibito are pretty 
quick so avoid them where possible. 
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pick up his ID (Archive Item 005) 
then run over to the prefabricated 
building. Open the door and pick 
up the Hanuda Community 
Newsletter (Archive Item 004). Grab 
the Key from the table and go out 
to the truck. Unlock the door and 


get inside then look at the 
passenger seat and pick up the 
Bang!! magazine (Archive Item 006). 
Use the key to start the engine 
and run over the police officer. 


Escape from police officer 

Turn around, stand next to the wall 
and wait for the police officer to 
drop down. When he does quickly 


■ Wait until the cop drops down before 
grabbing the ID that falls from his pocket. 


Find letter 

This is exactly the same as the 
first time through, except that 
once you get to the top of the 
stairs you need to go through the 
gate on the right and then climb 
up onto the roof of the shed in 
order to find a Letter Addressed 
To Risa Onda (Archive Item 013). 
Once you pick it up the mission 
will be complete. 


pick up in this area, so head left 
at the top of the stairs and then 
grab the Storeroom Key from the 
phone box, looking out for the 
Shibito (the key will come in 
useful on Day 2). You can also 
pick up a Drawing With Cryptic 
Symbols (Archive Item 012) from 
the wall which is next to the 
barber shop. 


This is a bit like a training 
mission, so you simply need to 
follow Hisako's instructions in 
order to learn all about 
Sightjacking and other controls. 
There are a few items for you to 


WALKTHROUGH 


Avoid the 
Shibito and 
pick up this 
key, as it will 
become 
useful later 
on in the 
game. 
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Find grave of Takeuchi family 


Hit it with the poker to break the 
lock then proceed through. Knock 
out the nearby Shibito and head 
down the slope, then take down 
another one on the ledge at the 
bottom. Head up the steps to the 
northwest to see the locked gate 
leading to the church. 

Head northeast then go left 
and take down another Shibito 
then leave Miyako there for a 
moment while you go down to 
the abandoned car. Look out for 
the sniper and pick up the 
Screwdriver in front of it. Now go 
back to Miyako and down the 
road to the Tabori settlement. 


Leave Miyako where she is and go 
to the area with the abandoned 
car again. On the opposite side to 
the car is an area of brushwood 
that can be cleared. Go down the 
path behind it to find a valve that 
you can turn to close the sluice 
gate. Do so, then head back to the 
bridges near the abandoned 
storehouse. Drop down into the 
riverbed from either of the bridges 
and go up the steps on the left to 
find the grave at the top. Before 
you look at it, though, pick up the 
Takeuchi Monographs: Notes On 
The Kajiro Family (Archive hem 026). 


Reach the road to Tabori 
settlement with Miyako Kajiro 

Tell Miyako to follow you, but 
don't move too fast as she's blind 
and will easily get lost. Head 
forward to the remains of the 
bonfire and pick up the Poker 
from it. Now head north to the 
main path and follow it to the 
area on the right just before the 
broken bridge. Clear the 
brushwood on the left and climb 
up. Follow the path and push 
over the marker. Head back south 
past the bonfire to the iron fence. 


go round to the front and over to 
the pond to pick up the red flower 
called a Midnight Pimpernel 
(Archive Item 060). Finally, go 
through the gate, looking out for 
the Shibito with a pistol. 


open it to find an Idol (Archive Item 
058). Pick up the Rusty Key from 
inside the altar then knock out the 
Shibito that bursts up through the 
floor. Go to the storeroom through 
the door and use the storeroom 
key (found on Day 1 02:00) to 
open the door and get Miyako to 
enter the room with you. Go back 
and climb down through the hole 
the Shibito made to get outside, 
picking up the yellowed Misumi 
Daily Gazette (Archive Item 059) from 
the floor first. Head round to the 
storage shed and unlock the door. 
Pick up the Sake Bottle inside then 


Escape from abandoned house 
with Miyako Kajiro 

Enter the room to the left of the 
one where you start then out into 
the corridor (closing the door 
behind you). Enter the bathroom 
and pull the plug to release the 
red water. Pick up the Desk Drawer 
Key from the bottom of the bath 
then go up the stairs and into the 
boarder's room. Open the drawer 
and pick up the Pliers. Go back 
down to the Buddhist altar and 
use the pliers to cut the wire, then 


Find scythe embedded in wall 

Do everything the same as the first 
time, but once you get outside use 
the screwdriver to remove the 
casing of the circuit breaker and 
turn it off. Now head round to the 
entrance of the cottage and a 
Shibito will come through the 
previously locked door. Knock it 
out and go in to find the Scythe. 


■ Once you pick up the Rusty Key a Shibito will 
burst up through the floor. 


■ Drain the bath to find a key at the bottom. 
Pick the key up and use it on the desk drawer. 


DAY 1 


□ AYS 

































WALKTHROUGH 


KYOTO SUDA CONTINUED 




■ Pick up the lighter as it's 
essential to dristract the Shibito. 


DAY S 0 7:00 
OBJECTIVE 'll 


Drive away Shibito Brain 

Make your way across the 
suspension bridge and then pick 
up the Lighter which can be 
found on the other side. Head 
into the mountain hut and then 
pick up the Kasutori Inquirer 
(Archive Item 067) from inside. 

Now head back outside and 
down the hill, and then pick up 
Naoko Mihama's Resume (Archive 
Item 069) which is next to the 
barrels. Walk across the bridge 
and then over to Miyata's car, 
being sure to look out for the 
flying cop Shibito. 

Light the gasoline which is 
dripping from the car and then 
make your way into the woods. 
Sightjack the Shibito that isn't 
moving when you see it in the 
woods and it should turn out to 
be the Brain. Seek it out and 
then take she Shibito down, not 
forgetting to pick up Shiro 
Miyata's Driver's Licence (Archive 
Item 068) on the way over. 



■ Set light to the gasoline dripping from the car and the Shibito will be drawn from the woods. 


OBJECT IVE 


Acquire .38-calibre police-issue 
revolver 

For once there's quite a bit that 
needs to be done second time 
round. Head over to the 
mountain hut and use the poker 
to get the Key For The Electricity 
Supply Box from between the 
floorboards in front of the stove. 
Head to the power distribution 
box and use the key, then open 
it up and pull the lever down. 
You'll see that the cable lying in 
the puddle no longer has any 
power, so head down to it and 
then break the sake bottle (that 
you collected in Day 2-01:00) 
in the puddle. Quickly run back 


i 

. 0 W i % 

/ 

| 
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■ Use the poker to get the key 
from between the floorboards. 

to the power distribution box 
and turn the on the power. The 
flying cop should have been 
attracted to the sake and gets 
electrocuted when you turn the 
power back on. Turn the power 
off again and head down to the 
puddle so you can pick up the 
.38-Calibre Police-Issue Revolver the 
cop dropped. 



■ Try 


not to let the Shibito Brain hear 


■ Once the Shibito cop is electrocuted 


you coming otherwise it'll run away. 


pick up the gun to complete the objective. 
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DAY 


22 : 00 



■ Climb up onto the ledge but don't 
get spotted by the sniper below. 


Tit Ml 


■ Use the poker to bash the lock 
so you can get through the gate. 


■ Sneak up behind the sniper and 
take him out before you get Yoriko. 


OBJECTIVE 1 


Infiltrate the nest with Yoriko 
Anno 

Leave Yoriko where she is for now, 
then head up the steps and 
through the gate on the right, and 
climb up onto the shed. Climb up 
onto the wooden platform, making 
sure that the sniper below doesn't 
spot you. Now hit the lock on the 
gate to smash it and open the gate. 
The sniper below may change 
position, so Sightjack it until the 
coast is clear. 

Follow the walkway all the way 
round until you reach the cafeteria 
and you find yourself behind the 
sniper. Take it down, then go and 
get Yoriko and head into the 
cafeteria. Take out the Shibito 
inside, then head out the back 
door. Go down the alley, take out 
the Shibito and pick up the Folding 
Saw from on top of the barrels. Now 
head east between the cafeteria 
and rice shop. Knock out another 
Shibito that you encounter and look 
at the wall on the left to find the 
Signpost Containing Map Of Arato 


(Archive Item 079), then look out for 
the sniper in the fire tower. Climb 
up onto the wooden structure 
which is opposite the alley between 
Ishikawa's house and the barber 
shop and then help Yoriko up 
behind you. Now use the folding 
saw to cut through the wood and 
get into the nest. 


OBJECTIVE 2 


Create entryway for Harumi 
Yomoda 

Start the level in the same way, 
but once you've taken out the 
sniper go into Rokkaku's house 
and pick up The Takeuchi 
Monographs: Sacred Beliefs Of 
Hanuda (Archive Item 080). Go 
through the door to the right and 
pick up the Tool To Open Manhole 
Cover inside. Get Yoriko and 
continue through the level as you 
did before, then instead of 
climbing up onto the wooden 
structure go down the alley next to 
it. Use the tool on the manhole 
and climb down and try to open 
the gate. 


■ Pick up the folding saw from the barrels so 
you can cut through the wood at the end. 


■ As you head towards the end of the 
level take out the roaming Shibito. 


■ Make sure you don't miss the 
Archive Item in Rokkaku's House. 


D A Y 3 

I 

3:00 



OBJECT I VE 


Defeat Datatsushi 

Jun will run in between the two 
pillars furthest away from you, so 
use the one you're standing next 
to for cover as he does so. When 
he reaches a pillar he will stop 
behind it for a moment then pop 
out from either the left or right and 
take a shot at you. Be ready for it 
and quickly shoot him before he 
gets a shot off. Once you've hit 


him four times he'll pull out a 
sword and charge towards you. 

You can't hurt him now, so just run 
away until a cut-scene kicks in. 
Once it's over you'll have the 
Uryen, so use it like a weapon in 
the Jun's direction; you've got to 
be quick though. Once he's 
defeated pick up the Homuranagi 
Sword (Archive hem 096). Once the 
cut-scene is over Sightjack the 
Datasushi, which will be flying 
towards you. Turn so you are 


facing it and use the Uryen. You 
only need to hit it three times and 
it will go down. 


OBJECT IVE 


Decapitate Datatsushi 

This is the same as the first time 
round except that you must defeat 
the Datasushi with the 
Homuranagi, which you'll notice is 
now glowing. Use the same 
Sightjack method as before and 
when it gets near you you'll be 
able to see Miyako pointing. Head 
in the direction she's pointing in to 


find a strange pyramid. The sword 
glows when you get near it, and 
you need to hit the Datasushi 
when the sword is glowing. 
However, if you Sightjack or take a 
swing and miss, the glowing will 
stop and you'll have to wait for it 
to return. You may be wondering 
how to see the Datatsushi without 
Sightjacking it, but if you look 
closely at the pyramid you'll see 
your reflection, and it also reflects 
the Datasushi. So look at one side 
of the pyramid until you see its 
reflection then turn round and hit 
it. Do this three times to defeat it. 


■ You'll need to be quick to hit |un 
while he's running but it can be done. 


■ Use the Uryen to finish |un off so you can 
move on to the Datasushi. 


■ Make sure the Datasushi doesn't get hold of 
you in its... well we're not sure what that is. 


■ Once you defeat the Datasushi with the 
Homuranagi watch as Kyoya decapitates it. 
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pick up the Idol (Archive Item Oil) 
that falls out. Put the radio in the 
bucket and lower it back down. 
Find a hiding place and watch as 
the nearby Shibito comes to 
investigate the sound coming 
from the well. As it's distracted, 
shoot it in the back to make it 
fall into the well. Now go back 
up to Yoshimura's house and 
along the path heading south to 
find the road to Karuwari. 


Reach road to Karuwari 
with Yoriko Anno 

Get Yoriko to follow you, then 
Sightjack the Shibito that's up on 
the roof on the other side of the 
bridge. Wait until it's looking at 
the tower then run down the 
path to the right to the wooden 
bridge. Look out for the Shibito 
nearby and head up to 
Yoshimura's house. Pick up the 
Broken Radio from inside then go 
to the cemetery and pick up the 
Fragment Of Megalith (Archive Item 
010). Now go back down to the 
well and pull up the bucket, then 


head to the cemetery, looking 
out for Shibito on the way. Pick 
up the Chain Lock Key and then 
make your way down to the 
riverbed. Use the key to unlock 
the chain on the valve to the 
right and then turn it. Head back 
up to the rear of Kawasaki's 
house and jump up onto the 
roof. Shoot all the Shibito that 
you can see in order to make 
your climb to the top of the fire 
tower safe. Head over to the 
tower and then get to the top so 
that you can listen to the 
announcement being made. 


listen to in-school announcement 
while on top of fire tower 

Do the same thing that you did 
the first time round and then 


■ When the Shibito is looking down the 


towards tne nouse ano go inside to 
pick up the Atlantis magazine 
(Archive Item 044) from the floor. Now 
go to the stone cave and pick up 
Tamon Takeuchi's Research Notes 
(Archive Item 046). Tell Yoriko to hide 


snrine, wmcn is where the Shibito 
Brain usually is but it may have 
dropped down to the other shrine, 
so use Sightjack to determine 
where it is. A few shots should take 
it down and complete the mission. 


get the Paper Fortune From 
Mizuhiruko Shrine (Archive Item 045) 
then go down the steps opposite, 
looking out for new types of Shibito 
including crawling and flying ones. 


Drive away Shibito Brain 

You can Sightjack the Brain to track 
its movements (it's the only one 
with a torch). Head to the shrine 


small shrine you can shoot the lock 
off to find Yoriko Anno's Student ID 
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look). When you get too close to 
the sniper he'll run away to the 
suspension bridge but stop when 
he finds he can't cross. Shoot him 
(it takes quite a few shots) once 
he stops to complete the mission. 


Defeat sniper 

Head up the steps and shoot the 
flying Shibito, then head to the 
end of the suspension bridge next 
to the mountain hut. Go to the 
small shrine on the other side of 
the bridge and pick up the Hose 
then go back across. Use the gas 
in the can and sprinkle it on the 
bridge then set fire to it. Go back 
to the other bridge and zigzag 
across it, avoiding the sniper fire 
(on the left side of the bridge 
you'll find Marks On Railing 
(Archive hem 071) if you have a 


Remember Akira Shimura 

You need to complete the mission 
in exactly the same way but you 
need to have the photo that was 
found when you were playing as 
Akira protecting Yoriko (Day 1 - 
16:00) for a different cut-scene to 
play at the end. 


■ You need to find this picture before 
you can trigger this cut scene. 


■ It takes quite a few shots to take Akira 
down so make sure you don't get hit yourself. 


attach it to the tap, then lower it 
out of the window. Go down to 
the toilet on the floor below and 
pull the hose in through the 
window. Go back up to the toilet 
above and turn on the tap. The 
water will fill the area under the 
grating and cause the Key To 
Second Floor Of Hospital Ward 2 to 
float to the surface. Pick up the 
key then go back upstairs, head 
through the door opposite and 
use it to unlock the next door. 
Head down the corridor and 
through the last door on the left. 
Pick up the Record Player Needle 
inside then head into the previous 
room to find the album and the 
Photo (Archive Item 077) from it. 


Pick up Yoriko Anno's trail 

Go left and up the stairs at the 
end of the corridor. Go to Ward 1 
and down the stairs at the other 
end of the corridor to the 
basement. Enter the equipment 
room and pick up the Forceps, then 
go back upstairs to the second 
floor and over to the isolation 
room. Go to the room at the end 
and use the forceps to break the 
chain on the bed and pick up the 
Key To Inner Courtyard, then look at 
the blood on the wall to get the 


the first floor and use the key on 
the door next to the garbage 
chute to get outside. Now climb 
down the ladder next to the statue 
to find the secret room. Defeat 
Mina then pick up the glasses. 


Find album 

Head to the toilet on the second 
floor of Ward 1 that you unlocked 
with Shiro Miyata. Use the hose 
you found on Day 2 - 10:00 and 


■ Shoot Mina quickly to take her down then 
pick up the glasses to end the mission. 


■ Use the forceps to break the chain so 
you can get the Key to Inner Courtyard. 
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■ Pick up the torch first so you can see 
what the hell is going on around you. 


Penetrate gate to the nest's core 
as Kyoya Suda 

Play this the same way as the first 
time round until you pick up the 
Steel Pipe. Climb up onto the ledge 
opposite then up again. Go round 
the corner and jump the gap, then 
climb down the ladder. Go through 
the door on the left and into 
Kondo's house. Go round the 
corner into the room with the 
record player and check to the left 
of the TV to find the Ellie Azuma 
Record (Archive Item 085), then 
attach the needle from Day 2 - 
18:00 to the record player. Wait by 
the door for a Shibito that is 
attracted by the music and knock it 
out. Head out through the door it 
came through and climb up onto 
the shed then up to the gap above. 
Head round to the left, drop down 
and watch the cut-scene. 

You're now playing as Kyoya, so 
do everything exactly the same as 
you did last time. At the end the 
cut-scene will be different. When it 
ends, walk over to the green cross, 
avoiding the Shibito that are 
represented by blue lights. 


■ Make note of the number on the poster 
that the Shibito is looking at then dial it. 


■ Pick up the steel pipe as it makes a 
pretty good weapon against the Shibito. 


Arrive as Kyoya Suda, at the 
gate to the nest's core 

Pick up the torch on your left then 
head into Matsukawa's Shop and 
take the Aerial Photo Of Hanuda 
Village (Archive Item 086) from the 
wall. Go back to the clothes shop 
and Sightjack a Shibito that's 
looking at a poster. Make note of 
the phone number on it (it should 
be XX4216), then use the phone 
on the table to dial the number. 
The phone in Matsukawa's shop 
will ring, attracting the gun¬ 
carrying Shibito and allowing you 
to run past. Climb the ledge at the 
end and drop down the other 
side. Head past Hayashi's house 
and pick up the Steel Pipe on the 
right, then head past Kondo's 
house and climb up onto the 
ledge round to the left. Drop 
down and head up the stairs, then 
watch the cut-scene. Once it's over 
you will be controlling Kyoya. 


■ Once the truck is jacked up crawl 
under it to proceed through the level. 


Climb up onto the ledge to the 
right then drop down and enter 
the scrap metal yard. Pick up the 
Floor lack and head back to the 
pick-up truck. Use the jack to raise 
it up so you can crawl under it. 
Climb up onto the ledge then 
drop down and go up the stairs to 
the right. Use the valve to open 
the floodgates then head across 
the Chibiki bridge, making sure 
you don't attract the attention of 
the Shibito by the wooden bridge. 
Go down the path on the right 
then climb up the ledge round on 
the left to find a Hunting Rifle and 
the Brain Cell Revival Game 
(Archive Item 087). 

Climb back down and climb the 
ledge at the bottom of the hill. Go 
up the stairs and up another set 
on the right and close the door 
behind you at the top. Shoot the 
Shibito below, then go back down 
to the bottom. Climb up onto the 
ledge and jump across to another, 
then go up the stairs. Look out for 


■ Pick up the Floor lack and use it to jack up the car so you can crawl under it. 


■ Pick up the Hunting Rifle and 
take out any nearby Shibito. 

another Shibito and climb the 
ladder on the right. At the top 
shoot the Shibito when it's at the 
top of the stairs on the right. Drop 
down and head up the stairs, then 
down another set and through the 
door at the bottom. Drop down 
and head round the corner. 


■ Attach the needle to the record player then 
turn it on to attract the Shibito outside. 


■ Once the Shibito enters the room 
bash it over the back of the head. 


026 I FWrStation No.2 1 100% PlayStation 0% Fair 



























came from to find the Burnt Scrap 
Of White Coat (Archive Item 093). 


Take out the Shibito rummaging 
around in the putrid garbage. 

Climb onto the ledge on the right 
then drop down to the other side. 
Enter the scrap metal yard and pick 
up the special issue of Atlantis 
magazine (Archive Item 094). Now 
head back outside, climb over the 
ledge and go forward until you 
meet the Reiko Shibito. Knock her 
out quickly (ignore the other one 
as it will also be KO'd when Reiko 
goes down) and pick up the 
Cassette Tape she drops. You'll now 
be in the garden so head down the 
alley to the left of the one you just 


Reach Takeuchi residence 

At the scrap metal yard go up the 
stairs to the room at the top, then 
drop the sign out the window onto 
the brittle planks below. Go to 
where you first fought Reiko and 
do it again, being sure to get the 
Cassette Tape again. Climb through 
the hole created by the falling sign 
and head right at the end. Knock 
out the Shibito then climb up the 
first ladder you come to on the 
right and go left to the traffic sign. 
Tie the cassette tape to it then 
climb back down the ladder. Pull 
the tape to make the sign fall over 
and attract the two Shibito. Go to 
the second ladder and climb that. 
At the top go left, climb onto the 
ledge and go through the door. 
Head up the stairs and follow the 
path to the Takeuchi residence. 


Be careful not to get spotted at the top of the 


□ A Y 3 

22:00 




ladder by the two Shibito. 
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OBJECT IVE 


Reach road to Karuwari 

You need to take the same route 
through this area as you did when 
following Hisako Yao. There are 
some Shibito watching the stairs 
so make sure they are looking 
away when you walk up them. 
When you are round the back of 
the cafeteria head inside and pick 
up the Hanuda Town Hall News 
(Archive hem 019). Once you reach 
the fire shack head to Ishikawa's 
house opposite, looking out for 
Shibito. Go through the door on 
the right side then into the 
second room. Pick up the 



Hanging Scroll (Archive Item 018) 
from the wall then fast forward 
the cassette player to 700 and 
listen to it to find out the number 
for the padlock outside (it's 
random, so you'll have to find it 
out for yourself). Go outside to 
the shed and enter the number 
into the lock and open the door. 
Pick up the Face Towel and Rope 
from inside. Now continue to the 
road to Karuwari. 


OBJECT IVE 


Find Guide Hisako's veil 

Run round behind the cafeteria 
and pick up the 18-Litre Can. Now 



put it down next to the shed 
outside Ishikawa's house and use 
it to climb up onto the roof and 
find the veil. Once that's done the 
level will end. 


4 








/ 





■ Climb up onto 
house to find 


the shed outside Ishikawa's 
Hisako's veil. 



■ Pick up the Hanuda Town Hall News 
inside the cafeteria to add it to the Archive. 


■ Fastforward the tape to about 
700 then listen to it carefully. 


■ Pick up the can and stand on it 
to get up onto the roof of the shed. 


DAY 1 18:00 


OBJECT IVE 


Reach road to Hirasakai 

Tell Tomoko to follow you and 
then run along the path to the 
house at the end. Look out for the 
Shibito and then go up the 



second set of stairs on the left. 
Climb up onto the boulder at the 
top and then pull up Tomoko 
behind you. Go to the small 
shrine round to the right and pick 
up the Fertility Stone on the right. 
Bash the lock on the shrine with 



I the stone then tell Tomoko to 
hide and she'll find a Key. Get her 
to follow you again and drop 
down to the shrine. Look out for 
the Shibito and head down the 
path opposite. Follow the path 
towards the road leading to 
Hirasakai. When you are 
confronted by a sniper, climb up 
the ledge to the right and then 


% 


■ Pick up the Fertility Stone Fragment on 
the ground and go over to the shrine... 


■ ...then use the stone to bash the lock in. The 
lock won't open but this helps another character. 


■ Sightjack the Shibito until it enters the 
code into the lock then make a note of it. 


help Tomoko up. Unfortunately, 
Tomoko will be pulled away by 
the Shibito but there's nothing 
you can do about it. 


OBJECT IVE 


Find item dropped by Tomoko. 
Reach road to Hirasakai 

Do the mission in exactly the 
same way as before, but once you 
lose Tomoko you'll see a new 
Shibito. Sightjack it and then 
watch it open the lock (taking 
note of the code) to the room on 
the side of the shrine. Get over 
there and then put the code into 
the lock. Once inside the room, 
pick up Tomoko Maeda's Student 
ID (Archive Item 032) from the 
bucket. Now make your way back 
to the end of the mission. 


























Drive away Shibito Brain 

Run to Yoshimura's house and pick 
up the Letter Addressed To Tamon 
Takeuchi (Archive hem 090) from the 
incinerator, then the Photo Of 
Twins (Archive hem 089) from inside 
the house. Go back to Kawasaki's 
house and jump onto the roof. 
Quickly jump to the roof of 
Takaya's house and shoot the 
sniper (look out for the flying 
Shibito). The Shibito Brain is the 
one in the fire tower and you will 
see it climb down the ladder. Give 
chase and keep shooting it until it 


■ Take a look at the photo album to find the 
Photo of Twins and look at it in the Archive. 


■ Shoot the flying Shibito quickly 
before it spots you and opens fire. 


■ Attach the rope to the well and use 
it to climb down into the dark hole. 


■ Climb up the ladder in the well to find a 
hidden room but look out for the Shibito. 


OBJECTIVE IHOBJECTIVE 


I 


Reach road to floodgates 

Go to the Custodies shack, looking 
out for the Shibito. Inside, pick up 
the Spare Gate Key. Go over to the 
board next to the stairs to get the 
Missing Persons Poster (Archive Item 
091) then use the key to unlock the 
gate at the top of the stairs. Run to 
Tunnel No 1 avoiding the Shibito, 
as you near the end of the tunnel 
you'll hear a trolley rolling towards 
you. Quickly turn around and run 
back to the start of the tunnel to 
avoid it, then head back again. 


Defeat all Shibito and reach 
road to floodgates 

Avoid using any bullets on the first 
two Shibito and grab the key, then 
head through the gate. Now head 
down Shaft No 5 until you see Risa 
Onda, shoot her three times and 
she should go down. Watch the 
cut-scene of Kei staking her to the 
ground then pick up the Spare Key 
To Siren Shack that she dropped. 
Now go to Shaft No 3 and use 
your other three bullets on Mina 
Onda, then reconnect the wires to 


■ Stake Risa to the ground 
then pick up the key she drops. 

the explosives in the wall. Run 
back to the siren shack and go 
inside, then use the switch to set 
off the explosives. All the Shibito 
should be knocked out, so climb 
onto the roof of the siren shack 
and stand on the two small shapes 


■ Reconnect the wire to the explosives 
then head back to the Siren Shack. 

drawn on it that are facing the 
triangle. Swing your hammer into 
mid-air; you'll hear a dunk and the 
Skyfish (Archive hem 092) will appear 
on the triangle. Run to the end of 
Tunnel No 1 (you don't need to 
worry about the trolley this time). 


■ Aviod the Shibito and pick up the spare 
gate key in the Custodian's shack. 


■ Run down the tunnel but look out for the 
trolley that the Shibito pushes towards you. 


■ Once you set off the explosion all the 
Shibito in the level will be knocked out. 


■ Try not to waste your ammo on the Shibito 
by the Custodian's Shack, you'll need it later. 


■ Shoot the sniper quickly before he spots you then chase the brain and take it down. 


goes down (be sure to Sightjack it 
in case you lose it). It will probably 
go across the bridge first but don't 
follow it as you'll get hit by the 
sniper. Go down into the riverbed 
and come up behind it instead. 


OBJECT IVE 


Acquire explosives 

Head straight to the well and tie on 
the rope that you should have 
picked up on Day 1 - 05:00. Climb 
down then go up the ladder you 
find down there. Shoot the Shibito 
then open the wooden box to find 
the Explosives. 
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OBJECT 1VE 


Reach road to Hirasakai 

Head down the tunnel but stop 
before the end and Sightjack the 
sniper that's on top of the Siren 
shack. Wait until it looks away and 
head round to the left. Go through 
the doorway on the right and 
down the stairs all the way to the 
bottom. Pick up the Kamoshika 
Diary (Archive hem 028) then go 
back up one floor. There are two 
Shibito outside so look out for 
them and shoot the sniper on top 
of the siren shack. Run over to the 
shack and go inside, then pick up 
the Wire Cutters. Run to Shaft No 3 


and head to the end, shooting the 
Shibito at the end. Cut the wire 
holding the trolley there then push 
it down the shaft and watch as it 
runs over a Shibito. Head out of 
Shaft No 3 and into Shaft No 5 
shooting another Shibito just 
inside. Switch the tracks with the 
lever then go through the gate on 
the right and push over the 
marker. Head back outside and 
run towards the Custodian's shack, 
picking up the Key that the Shibito 
dropped when it was hit by the 
trolley. Use it on the gate to the 
left and head down to the shack. 
Go left and climb over the debris 
to finish the section. 


OBJECT IVE 


Reach road to Dousojin stone 

You need to do the same as you 
did in the first objective (apart 
from switch the tracks and push 
the marker over) until you reach 
the Custodian's shack. Once there 
go in and get the Commemorative 
Group Photo (Archive Item 027) and 
the Pickaxe. Now go back to the 
mine office and take the stairs up 
to the locked gate. Smash the lock 
with the pickaxe then go through 
the gate. Climb up the ledge 
ahead and go down the road. 


■ Pick up the wire cutters from inside the 
Siren Shack then head down Shaft No 3. 


■ Use the key dropped by the Shibito you 
hit with the trolley to get through this gate. 


■ Pick up the Group Photo and the 
Pickaxe then use it to smash the lock. 


■ Be quick with the hunting rifle to 
save Yoriko from the two Shibito. 


DAY 1 16:00 


OBJECTIVE 1 


Reach road to Hirunotsuka with 
Yoriko Anno 

Shoot the two Shibito that are 
pursuing Yoriko, then climb down 
from the tower. Head over to the 


■ Use Yoriko as a decoy to distract the sniper 
then take it out with a couple of shots. 


storage shed and pick up the 
Villager's Diary (Archive Item 034) 
inside, then use Sightjack to 
determine where Yoriko is hiding, 
looking out for the snipers on the 
rooftops of Nakajima's and 
Takaya's houses (you can shoot 


■ When you're up against the clock there's 
no time to hang about so get moving. 

I them both from the roof of 
Kawasaki's house). Grab the 
Postcard Written By Yoriko Anno 
(Archive Item 035) from the letterbox 
at the front of Takaya's house then 
go to Kawasaki's house and tell 
Yoriko to hide. While hidden she 
will find Faded Photos Of Akira 
Shimura (Archive Item 070) that will 
come in handy earlier in the day 


(bizarrely). Go across the wooden 
bridge then go right. There's a 
sniper at the road to Hirunotsuka, 
so after the cut-scene use Yoriko 
as a decoy to take it out. 


OBJECT IVE 


Reach road to Hirunotsuka with 
Yoriko Anno within 1 minute 
and 55 seconds 

This is the same as last time, but 
you need to do it quickly. You can 
ignore the archive items as you've 
already got them, and don't bother 
shooting the snipers as it takes up 
too much time. One way to save a 
few seconds is to jump off the 
ladder when you're half way down 
rather than climbing all the way 
down. Look out for the Shibito on 
the bridge to the right at the end. 
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OBJECT IVE 


Escape from Janokubi Valley 

Pick up the Torch in front of you 
then head down the hill to 
Miyata's car. Open the trunk and 
pick up the Wrench and Flare from 
inside. Co back up the hill to the 
scrap metal and light the flare to 
attract the attention of the Shibito 
on the suspension bridge. Once 
the way is clear cross the bridge to 
get to the ore processing plant. 
Pick up the Empty |erry Can inside 
the mountain hut then take the 


Shiro Myata 



|0 A Y 1 

□ 3:00 



stairs down to the bottom floor to 
find the Proposal For TV Program 
(Archive Item 015). Now go all the 
way back to the car and pump gas 
into the jerry can and take it back 
to the ore processing plant. Use 
the gas to power the generator 
and start it up. The Shibito that is 
lurking around the rear of the hut 
will be attracted to the lights that 
come on, leaving the way clear for 
you to follow the road to Arato. 


OBJECT IVE 


Find nurse's shoes 

Pick up the Torch then head to the 
small shrine and pick up the 


Phone Card (Archive Item 014). 

You'll still need a weapon, so get 
the Wrench from the trunk of the 
car then insert the phone card 
into the phone. The resulting 
beeping sound will attract the 
sniper Shibito from across the 
bridge, allowing you to knock it 
out. Once it's down Sightjack the 
unarmed Shibito until you see in 
which bush the shoes are hidden. 
Before you pick up the shoes 
head down the stairs on the other 
side of the bridge. Once at the 
bottom, head round to the right 
and push over the marker. Finally 
pick up the shoes from whichever 
bush they are lying in. 


■ The wrench isn't a great weapon 
but it's better than nothing. 


■ Go to the Mountain Hut to find the 
empty |erry Can and fill it from the car. 


■ Insert the phone card into the phone and the 
beeping will attract the sniper across the bridge. 


□ AY 1 07:00 


OBJECT IVE 


Reach upper waters of river 
with Risa Onda 

Sneak past the Shibito and go 
round the back of the rice shop 
and cafeteria. As you come back 
onto the road pick up the Hammer 
from the dustbin on the left and 
then go over to Rokkaku's house 
and pick up the Hanuda Town 
Hall News (Archive Item 023) from 
the letterbox. Now go round to 
the back of this house and tell 
Risa to go inside. She'll find a 
Manhole Tool and will also unlock 
the front door, so head round the 
front to get her. Now go down to 
the river, looking out for the 
sniper which is on top of the 
shed. 


OBJECT IVE 


Acquire notebook 

Head to the rear of the cafeteria 
and go inside. Smash the piggy 
bank to attract the attention of 
the police officer Shibito and then 
get out of its line of fire. Sightjack 
it and wait until it reloads to 
make your attack. Once it's down, 
take the Recipe For Hanuda 
Noodles (Archive Item 022) from the 
wall and then pick up Kyoya 
Suda's Student ID Holder from 
the table (Archive Item 021). 



Defeat Mina Onda 

Hit Mina until she drops, then 
leave the room, remembering to 
close the door behind you. Defeat 
the Shibito and then head 
through the door in the corridor. 
Sightjack Mina and then watch as 
she breaks into the laboratory 
(providing she doesn't see you 
first, that is). Go back and knock 
her out once again, and then pick 
up the EEG Machine and also the 
Patient's Letter (Archive Item 056) 
from inside the laboratory. 

Now make your way up to the 
second floor, push open the door 
and then go back down to the 


first floor again and enter the 
dispensary to collect the Key To 
Basement. Head back over to Ward 
1 on the first floor and then use 
the key on the door to get down 
to the basement. 

Head into the storage room 
and then pick up the Key To Second 
Floor Men's Toilet. Go back up to 
this toilet and use the key to 
unlock it, and then make your 
way back down to the basement. 
Enter the mortuary and take the 
nails out of the coffin in there, 
then remove the lid and pull the 
Stake out of the body inside the 
coffin. Now go into the boiler 
room and attack Mina again until 
she goes down. 


f}.* 


■ Once Mina is down it won't take 
long for her to get up again, so leg it. 


OBJECT IVE 


Acquire Uryen 

Once you reach the dispensary 
you'll see that the door leading 
outside is open. Make sure you've 
dropped the fluorescent light bulb 
down the garbage chute; once you 
have, Sightjack the sniper outside 
and watch as he heads over to the 
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■ God knows who this strange fellow is 
but he gives you the Uryen so who cares? 

chute to investigate. Once he's 
reached the chute drop the EEG 
machine and it will land on the 
Shibito's head. Go outside and 
take out the other Shibito. Now 
push the statue in the middle of 
the courtyard and climb down the 
ladder. Enter the room at the 
bottom to be given the Uryen 
(Archive Item 057) by a strange figure. 
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OBJECT IVE 


Escape from abandoned house 

Head round to the doghouse and 
pick up the Kite Twine then the 
Spare Siren Shack Key to the right. 
Head round to the rear of the 
house, looking out for the Shibito, 
and turn on the circuit breaker. 
Enter the cottage and open the 
drawer on the left to find the 
Torn-Out Page From Sketchbook 
(Archive Item 016). Now head 


outside and go to the kitchen. 
Once inside, open the hatch in 
the floor to the right and push the 
marker over. Now tie the kite 
twine between the ventilator fan 
and the cupboard, then turn the 
fan on. Leave the kitchen and find 
somewhere to hide and 
eventually the twine will pull the 
shelves onto the floor. This will 
attract the Shibito guarding the 
exit, so once it investigates make 
a run for it. 


OBJECT IVE 


Discover Mana cross 

Go to the storage shed and climb 
up to the clothesline of the house. 
Take the Trowel from the planter 
then climb down. Go to the pool 
full with red water and dig in the 
dirt to the left of it for the Mana 
Cross Medallion (Archive Item 017). 
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I Use the Kite Twine to tie the shelf to the fan ■ Open up the panel in the floor and push over ■ Pick up the Trowel then dig next to the p 

then head outside and turn on the electricity. the stone marker you find there. to find the Mana Cross Medallion. 


■ Pick up the umbrella and you can use it as a 
weapon, it's not very good though. 


I 


DAY 1 


: oo 


OBJECT IVE 


Warn Miyata and Makino of 
approaching enemies 

Run away from Mina through the 
door behind you then up the stairs. 
When you're out of her sight use 
Sightjack and watch until she turns 
round and goes back down the 
corridor. Go back downstairs and 
into the storeroom, to find an 
Umbrella that can be used as a 


■ Turn on the emergency alarm to alert Kei and 
Shiro to the danger. 


weapon (it's not very good but it's 
all there is). Go back upstairs and 
squeeze through the gap of the 
broken door. Wait until the Shibito 
has its back turned and enter room 
203 (the third on the right), making 
sure you close the door behind 
you. Open the curtains and climb 
out onto the ledge. Sidestep right, 
making sure you don't get spotted 
in the first window, until you reach 
the open one. Climb in and wait 


■ Set off the fire extinguisher when Mina gets 
close so you can run past her. 

I until the Shibito outside are looking 
the other way, then run to the door 
at the end. Head to the stairs but 
go into the storage room on the 
left first and pick up the Historical 
Chronology Of The Miyata Clinic 
(Archive Item 050) from the 
wheelchair. Go down the stairs and 
set off the emergency alarm. 


OBJECT IVE 


Find angel statuette 

Get the Umbrella like you did the 
first time, but stay in the storeroom. 


■ Open the garbage chute to help out Shiro later 
on in the game. 

Sightjack Mina and wait for her to 
go round the corner then go to the 
fire extinguisher. Call get Mina to 
come back towards you, then pull 
the pin out of the fire extinguisher. 
Mina will be blinded, allowing you 
to run past to the door at the end 
of the corridor leading outside. 
Avoid the Shibito by staying close 
to the left-hand wall and get over 
to the garbage chute so you can 
open it. Now go back inside, into 
Room 101 and pull the sheets off 
the bed to find the Sculptural Relief 
Of Angels (Archive hem 051). 
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OBJECT I VE 


Reach road to |anokubi Valley 

First you need to go down Shaft 
No 3, but watch out as there are 
lots of Shibito around and you 
don't have a weapon. Once you 
get downstairs head through the 
door on the right to find Akira 
Shimura's Hunting Licence (Archive 
hem 040). Now Sightjack until you 
see an opportunity to run for it, 
then pick up the Key at the end of 
the shaft. Now get to the 
Custodian's shack, avoiding the 


Shibito. Inside you'll find a Type 26 
Revolver on the table, then as you 
leave the room the key cabinet 
will fall to the floor. Pick up the 
Key To Shaft No 5 then head back to 
the siren shack. Turn on the siren 
to lure the sniper out of Tunnel 
No 1 so you can escape down it. 


OBJECT IVE 


Reach road to |anokubi Valley 
after defeating all Shibito 

You do everything here exactly the 
same, except you can't finish the 
mission until all the Shibito are 
down. This can be done with the 
revolver but an easier way is to 


use the trolley in Shaft No 5 (but 
you can only do this if you 
switched the tracks with Akira 
Shimura). Once you have the 
revolver, set off the siren in the 
siren shack to attract the Shibito 
to it then run down Shaft 5 and 
push the trolley. It should take out 
most of the Shibito, so use 
Sightjack to see if there are any 
still standing and shoot them if 
there are. Before you escape 
down Tunnel No 1 go to the end 
of Shaft No 3 and open the 
school bag to find a Library Card 
(Archive Item 041), also pick up the 
Triangle (Archive Item 042) that falls 
out of the bag. 




» 


■ Make sure you have your torch on for better 
accuracy at this distance. 


■ Set off the siren then push this trolley down 
the shaft to hit the Shibito. 


■ Head outside to check if there are any Shibito 
still standing. 


□ AY 1 


: □□ 


OBJECTIVE 


Escape from the school 

Keep a look out for the spider 
Shibito that you'll encounter on 
this level, because they don't stay 
down for very long after they've 


been shot. Make your way back 
out of the gymnasium and then 
head up the stairs and to the 
supply room. 

Pick up the Pair Of Compasses 
that you'll find in there, and then 
go back down to the gymnasium 


I storeroom and pick up the 
Stargazers Circle Flyer (Archive Item 
048) which is in the corner. 

Use the compasses to get the 
Key To Small Storage Room that you 
will find down between the 
floorboards. Now use the key to 
get into the small storage room 
and then use it again to escape 
from the school. 


OBJECT 1VE 


Find Book of Hanuda Folk Tales. 
Escape from the school 

Do everything you did the first 
time, but go to the library to get 
the Book Of Hanuda Folk Tales 
(Archive Item 049) (you'll need the 
library card from the mines). 
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■ These spider Shibito get up quickly so don't 
hang about. 


■ Pick up the pair of compasses from the supply ■ ...and use them to pick up the Key To Small 
room upstairs... Storage Room that's between the floorboards. 


■ To be able to pick up the book you'll need to 
have the library card from earlier in the day. 
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OBJECT IVE 


Unlock door to gymnasium fire 
exit from within. Help Harumi 
Yomoda escape from the school 

This is all the same as the first 
time round, except when you are 
in the gymnasium climb the 
ladder to get to the balcony 
above. Go all the way round to 
the fire exit and unlock it then 
carry on with the rest of the 
mission as you did before. 


DAY 1 23:00 


Help Harumi Yomoda escape 
from Karuwari 

Get the Lighter from the abandoned 


■ Climb down into the riverbed and head over to 
the right to find the Key To Abandoned Car. 


OBJECT IVE 
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settlement and watch the cut- 
scene. After that, go to the driver's 
side of the car and honk the horn 
to attract the Shibito. Now go to 
the rear and turn the valve, then 
use the lighter on the gas. 

@ 

Light lanterns in order. Help 
Harumi Yomoda escape from 
Karuwari 

Do everything the same in this 
mission, except make sure you light 
the lanterns too. You'll need the 
candles from Day 1 - 02:00 and 
they must be lit in the order D, A, 

B, C. Once that's done you'll 
receive the Book Of Deliverance - 
Kiruden (Archive hem 055). 


uymiid^iuiii ivey iiuiii uic ucai\ u y 

the window then Harumi will give 
you some Candles (if you told her 
to hide). Pick up the School Trip 
Photo (Archive hem 008) from the 
pin board the head out into the 
corridor and through the door to 
the gymnasium. Go down the 
steps to the left of the stage and 
pick up the Crowbar. Go back up 
and knock out the Principal 
Shibito then pick up the Padlock 
Key he drops. Use it to get out of 
the Gymnasium and head right to 
the toilets where Harumi should 
be hiding (If she's not there try 
the library upstairs). Get back to 
the faculty room and force open 
the window. 


■ Pick up the key from the desk and use it on 
the door to get into the gymnasium. 


■ Climb the stairs and head around the 
walkway to reach the door to unlock. 


gap in the fence. Go right and pick 
up the Key To Abandoned Car. Head 
over to the car and use the key to 
get in. Pick up the Cassette Tape 
inside then release the handbrake 
and watch the car roll down the hill 
and form a makeshift bridge over 
the river. Go to the Tabori 


shack then go through the gate to 
the gravestone and pick up the 
Hymn Book (Archive Item 054). Go to 
the bottom of the hill and drop 
down into the riverbed through the 


■ Use the key to get into the car then pick up the ■ You need to place and light the candles in the 
tape and let off the handbrake. correct order. 


Escape from the school with 
Harumi Yomoda 

You need to get down into the 
room directly below the one you 
start in. Get Harumi to follow you 
then head out of the classroom. 

Go down the corridor and crouch 
when you go past the hammering 
Shibito. Go down the stairs when 
the Shibito is in the bathroom 
then take Harumi's Drawing 
(Archive Item 007) from the wall on 
the right (you need the torch on 
to see it). Go into the 3-4 grade 
classroom then through the 
connecting door to the 1-2 grade 
classroom and tell Harumi to hide. 
Head out the door and go right to 


■ Make sure the Shibito is loog the other way 
when you go down the stairs. 
























OBJECT IVE 


Escape from Hirunotsuka 

Turn around at the start and look 
at the shrine, then choose to 
remove what you can see in a 
crack to find the Origins Of 
Mizuhiruko Shrine (Archive Item 
037). Exit the shrine and then use 
the key that you should have to 
open the offertory box and throw 
the coins on the floor. 

Ring the bell and then hide 
while you wait for the Shibito to 
investigate the noise. Once they 


Opened the ottering box with the <Kev to offertory booc> 
and flung the coins away. 


■ Toss the coins onto the floor then ring the 
bell to attract the Shibito. 


Tomoko Maed 


( 



DAY 1 17:00 


arrive they'll start to pick up the 
coins, so use this opportunity to 
run down the steps to the patrol 
car. Get in and then grab the 
Misumi Daily Gazette (Archive Item 
038) from the passenger door 
then turn the siren on. Quickly 
run back to the steps and then 
hide on them until a Shibito with 
a revolver runs past, and then 
run to Harayadori. 


OBJECT IVE 


Escape from Hirunotsuka 
within 1 minute 55 seconds 

You have enough time to throw 
the coins, ring the bell and then 


wait for the two Shibito to come 
up the steps. However, you don't 
have time to set off the siren in 
order to distract the Shibito with 
the revolver. Instead, just run 
past it, zigzagging so that it can't 
hit you. 


r 


s 



■ You don't have time to set off the siren when 
you're against the clock. 



■ Get into the patrol car and turn on the siren 
to attract the Shibito carrying a revolver. 


■ Wait for the revolver carrying Shibito to walk 
past before making a run for it. 



■ Pick up the Toy Monkey as the batteries 
will be useful for someone else later on. 


DAYB 06:00 


OBJECT 1VE 


Reach road to church 

Luckily the Shibito don't see too 
well on this mission so it's relatively 
easy to get past them. Go left first 
and drop down into the riverbed. 


■ Push this tree over to create a makeshift 
bridge over the river. 


Go to the drainpipe to find the 
Devotional Painting - Advent Of 
Angels (Archive Item 063) inside. Go 
to the gravestone and pick up the 
Toy Monkey, then head down to the 
river. Push over the tree on the 
right to make a bridge then simply 


■ Use the car that Reiko rolled down the li 
a bridge, not forgetting the Reward Poster. 

head to the road that leads to the 
church steering clear of the Shibito. 


OBJECT IVE 


! 


Reach road to church without 
being discovered by Shibito 

By now you should have rolled the 
abandoned car down the hill with 
Reiko. Use this to get over the river 


■ Turn on the light of the scooter to attract the 
Shibito then find a hiding place. 

(while standing on the back of it 
press O while facing in a northwest 
direction) to get the Tsuchinoko 
Reward Poster (Archive Item 064) and 
head to the scooter. Use the switch 
to turn on the light and attract the 
Shibito to that location. Hide while 
they make their way there and 
once the route is clear make a run 
for the church. 
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■ Look at the hole where the floorboard is 
broken to find the Beaded Doll. 


■ This key will get you into the storeroom 
downstairs, just look out for the Shibito. 


Use the 


key you 


in the wardrobe 


open this door 


inside 


Poor old 
Mrs. Takato 
has turned into 
a Shibito - run 
away! 


ftwerStation 


WALKTHROUGH 


HARUMIYOMODA 




■ Be quiet when you enter the kitchen and pick 
up the key. 


OBJECT I VE 


Escape from abandoned house 

Sightjack all three Shibito and 
wait until one is in the kitchen, 
one upstairs and one in the toilet. 
Get out of the cupboard and look 
at the table to find the Graffiti 
Engraved Into Table (Archive Item 
072), then creep into the kitchen 
making sure the chopping Shibito 
doesn't hear you. Pick up the Key 
To Red Padlock and creep back out 
of the kitchen. Head upstairs and 
follow the Shibito into the 
children's room. Pick up the Toy 
Monkey from the floor then shout 
at Tomoko to attract her attention. 
Get her to chase you, go to the 
bedroom door and use the key 
you found to get inside. Get 
Tomoko to follow you outside and 
down onto the ground and run 


■ Look out for Reiko once you go through the main gate and run away from her. 

around the house to lose her. 

Once you get back to where you 
can climb back up, do so, then go 
back inside and into the children's 
room. Pick up the Kamoshika 
Notebook (Archive Item 073) from 
the desk then head back outside 
and down to the ground, 
obviously looking out for Tomoko. 

Run through the gate to discover 
that Reiko Takato has turned into 
a Shibito and is blocking your 
path. Turn around and run all the 
way round the house (don't stop, 
as she's a fast runner) and back 
to the exit making sure to avoid 
Tomoko on the way, running 


around the storage shed to 
confuse them if necessary. 


OBJECT IVE 


Find beaded doll. Escape from 
abandoned house 

Once you get upstairs and into 
the bedroom, hide in the 
cupboard to find the Storeroom Key 
inside. Head back downstairs and 
use it to get into the storeroom. 
Pick up the Beaded Doll (Archive 
Item 074) from the hole in the 
floorboards (made by Kyoya) then 
leave the house in the same way 
you did before. 



















■ Pick up the Introduction To Hanuda from the 
garbage then hide from the Shibito. 


■ Crouch down and turn off your torch to stay 
out of sight of the Shibito. 


OBJECT 1 VE 


Escape from the nest 

Head round the corner and pick 
up An Introduction To Hanuda 
(Archive Item 081) from the garbage 
can. Now hide behind it while the 
hammering Shibito wanders out 
for a look. While it wanders the 
other way briefly, run to where it 
was hammering and crawl 
through the gap. Head forward 
and round the corner, then crawl 
through the gap to reach Kondo's 
house (there are two gaps to 
crawl through, make sure you use 
the second one you come to). 
Head round the house and crawl 
under another gap in the fence to 
find yourself next to Nakano's 
House. Pick up the Bag O' Laughs 
(Archive Item 082) from the chest of 
drawers then Sightjack the Shibito 
that's attracted to the laughing 
and get past it, then crawl 
through the gap. Crawl through 
another gap on the right then 
through yet another at the end. 
Head over to Chibiki Bridge and 
down the path to the river on the 



■ Pick up the Bag '0 Laughs to set it of and 
attract the nearby Shibito. 




DAY 

2 

oo:od 



right. Cross the wooden bridge 
below and you'll be spotted by a 
Shibito. Run back across the 
bridge and the Shibito will fall 
through it as it collapses. Cross 
the Chibiki bridge and go down to 
the wooden bridge again. Follow 
the path and go through the gap 
on the right to reach the 
butcher's. Head up the stairs and 
follow the road to Harayadori. 


OBJECT I VE 


Reach central intersection 

Start the same way you did the 
first time round but once you 
reach Kondo's house crawl 
through the second gap first and 
enter the house. Head forward 
and unlock the door at the end 
on the left, but don't open it (this 
will help out Tamon later). The 
Shibito outside will be distracted 
by the noise you are making and 
will stare at the door, so quickly 
crawl back under the gap and run 
round to the first one. You should 
see the Shibito staring at the door 
and the Diary Written By Kajiro 


■ Crawl under this gap in the fence to enter the 
next area. 

Maid (Archive Item 083) on the 
ground. Pick it up then crawl back 
under the gap then back through 
the second one. Now continue 
the mission the same way you did 
first time round until you reach 
the butcher's. Instead of going up 
the stairs, open the door and go 
inside. Go over to the alarm clock 
and put the batteries from the toy 
monkey in it. Set it to go off after 
one minute, then go back outside 
and hide under the stairs. Once it 
goes off a Shibito will come down 
the stairs to investigate, so quickly 
run up to the top and through the 
door on the right. Head outside to 
find yourself at the Sanja bridge. 
Cross the bridge and crawl 
through the hole on the left and 
continue forward. 




■ 






Put the batteries from ihe Toy Monkey into the 
Clock then set it to go off one minute later. 


■ Reach the top of these stairs to complete the 
first objective. 


I Pick up the Diary Written By Kajiro Maid looking out for the nearby Shibito. 


de under the stairs while the Shibito 
—.is to investigate the noise. 


100% PlayStation 0% fair I No.2 RjwerStation I 037 























FORBIDDEN SIREN 


WALKTHROUGH 


ENDING MOVIES 










Puzzle Game 

You thought it was over, but complete the 
game and you get a great reward. 

Complete the game to unlock this puzzle on the 
main menu. It's a bit like Tetris and requires you 
to group the same colour blocks so they 
disappear. Use the and buttons to 

highlight the row you want to move, then press 
© and © to move the vertical rows up and down 
and use © and © to move the horizontal rows 
left and right. If you want the coloured squares to 
appear faster, simply hold down CD - just make 
sure you don't fill the screen or it's game over. 


■ 


0000030 

LVO 


0000030 


I Zuno - you either love it or hate it, either way it's addictive. 


_| 


HisakoYao days |s3 


With the Datasushi defeated ' Hisako is somewhat distressed - 
her hair turns white and she lets out a terrible scream... 


Harumi Yomoda days \s s : o o | 

Hisako is engulfed by the earth. Harumi's in danger from the Shibito principal, but 
The Shibito Reiko Takato cares for her and wrestles the principal, and they fall. 

. - ~ ^ - ■ "41-rr- 7 ® 
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TamonTakeuchi days |ss : oo 

Tamon finds the Takeuchi residence and finds his assumed dead parents. He 
embraces them - they are unusually calm. Is everything as normal as it seems? 


Kyoya Suda xdays [later |do^qq 

Having defeated the Datasushi, Kyoya has now turned into a Shibito killing 
machine, using the Uryen to bring a fiery end to their threat. 

1 


Kyoya Suda xdays |later |o4: oo 

Kyoya admires his handiwork, Yoriko rescues Tamon from his embrace with the 
corpses of his parents and Harumi wanders the streets alone as helicopters circle. 
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GAME ESSENTIALS 


GENRE: 

PUBLISHER: 


SURVIVAL 

KONAMI 


Cross the try-line in style with our top guide 
to racking up the points in this rugby classic! 



World Championship Rugby 

Australia fans unite! World championship rugby brings 
together the world's best teams, Australia, NZ, South Africa 
and France. The Pommies look good (they did win the 
World Cup after all!). Strong forwards and lightening 
quickbacks make them formidable opposition - particularly 
Robinson and Cohen, who are always dangerous. But the 
time is right and the opportunity is here for revenge! Why 
wait for Brisbane in June! 


Rugby matches last 80 
minutes, but only 
k end when the ball 
B is in touch. You 
should use this to 

■ your advantage 

I and play sensibly. 

■ If you are losing 

■ and the game is 
V in over time, do 
m not put the ball in 
W touch under any 


circumstances! Keep it alive and 
your chance of winning remains; 
put the ball out and you'll cost 
yourself the match. Similarly, 
should you be ahead going in 
over time, just put the ball out 
of play to win the game. There's 
no point in keeping the ball in 
play and trying to score more 
points as you run the risk of 
losing possession and 
subsequently the match. 


HPhihm 
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Winning a game of rugby involves skill, bravery, speed, commitment and 
more than a little luck. However, we've compiled a few handy hints 
and tips that should swing the odds a little in your favour. 


*1UI\I THE CLOCK DOWN 





































Taking drop goal attempts is not 
generally a worthwhile exercise, 
because by the time a kick is 
lined up, the opposition will 
inevitably have already charged 
the ball down and then 
possession will have been 
wasted. Instead, try 
concentrating on getting the ball 
wide and then running those 
tries in. 


The secret to keeping (or 
winning) possession during a 
ruck or maul is to ensure that as 
many of your players are on the 
scene as quickly as possible. As 
such, hammer the © button as 
soon as a ruck or maul unfolds 
to bring more forwards into 
play. The result should be that 
you see the melee end with the 
ball in your possession. 


■ Pile in quickly to win rucks and mauls. 


Always make sure that you 
play with the radar switched 
on and then keep a close 
eye on it in order to reveal 
any players that you have 
still to beat, but that aren't 
on screen yet. This can 
provide you with the benefit 
of a vital heads-up on any 
incoming problems, and 
avoid any nasty surprises! 


Scoring penalties and conversions is 
tough in Rugby World Championship, 
thanks to the camera angle. Don't 
worry too much about the wind 
when kicking, but concentrate on 
lining your shot up. It's actually best 
to aim just beyond the far post. The 
deceptive nature of the camera angle 
means that this technique will often 
lead to the ball dropping over the bar 
for a conversion! 


■ Don't forget to take the wind into 
consideration when kicking at goal! 


Try to use the ® button as 
much as you possibly can 
when tackling because it 
results in a big hit, and 
there is a definite chance 
that your opponent will 
drop the ball as a result. 
This is a much easier way 
of getting a turnover than 
by doing so by winning a 
ruck or a maul, which are 
something of a hit and 
miss affair. 


■ In this instance, a big hit has resulted in the ball being spilt and the 
English player in the middle has grabbed it 


RUCKS AND MAULS 


INCOMING 


TACKLE LIKE YOU MEAN IT 


[ Tapping ■ Push 
HnMinp ■ Rip in i 


Ben Cohen 
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WORLD CHAMPIONSHIP RUGBY 


fAUS) Territory NZE 


Your wingers are your most important players when it comes 
to crossing the line. Invariably, these players tend to be 
blessed with greater pace than most of their colleagues, so 
getting the ball out to them can pay dividends. Here are the 
best ways to rack up the points using the wingers: 


Put the ball down when under the posts, otherwise you might get tackled and drop it! 





Qen Cohen 
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THE KICK 


THE PASSING MOVE 


THE CRAFTY JINK 


Win the World Cup to unlock classic match 9 


Win the Five Nations to unlock The Cougars 


Win the Tri Nations to unlock Big Head mode 


13) Kas M&iekua 
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■ With a player coming across to make a 
tackle, Cohen has one chance to get past... 


■ ...so he kicks it past the defender, leaving 
him for dead and racing through! 


This is simple enough, and 
involves moving the ball across the 
field to the winger on the far side. 
For example, if there is a ruck or 
maul on the right wing, send the 
ball over to the left to make some 
serious yards. If your left winger is 
caught and your forwards pile in 
to get the ball back, repeat the 
process on the right wing. The 
best way to ensure getting the ball 


The basic set up is the same 
as for the crafty jink - a 
winger heading down the 
touchline, but still with the 
fullback to beat. However, if 
you are unable to work 
enough room to jink past on 
the outside, you may want to 
consider this tricky little 
move. Simply tab the © 
button as the fullback 
appears on screen to kick the 
ball past him. Sprint on and 
pick the ball up to score a 
simple try! 




to the winger is to wait until the 
last moment with each player 
before passing it on. That way, 
more players will be drawn to the 
ball, increasing the odds of getting 
that winger in on an overlap. This 
method works best for situations 
quite near to the try-line, but it can 
work further upfield - you'll just 
need to beat a full-back as well on 
your way to the try-line. 


This is a great method to utilise 
whenever you want to sneak 
your winger past the fullback 
once he is away from the crowd. 
As you sprint along the line, try 
to make your way diagonally 
infield for just a few yards, and 
then slow down just as 
the fullback 


into view on the screen. As he 
reaches the winger, turn around 
to face in the direction of the 
touchline and then sprint your 
way towards it. The fullback will 
then make a diving tackle and 
will miss it, at which point your 
winger can then sprint to the 
try-line without being 
challenged at all! 


To unlock some hidden extras, 
accomplish the following achievements: 


■ By running directly towards the touchline, 
it is possible to get past the full-back! 


comes 


■ Working the ball wide is an extremely 
successful tactic and one worth using 




























AUSTRALIA'S BEST XBOX MAGAZINE ^ 

WKSk JBMC / MORE THAN 300 XBOX GAMES INSIDE 


ISSUE EIGHT 


MIND-BINDIRI The TimeSplitters team returns. 


EHCLUSIUE PREUIEU! 


Rockstar's cowboy epic 
takes shape on the Xbox 


DEDICATED IUUNI-WIACA2INE 

RALLISPOig. 
CHALLENGE 2 

DICE talk about Microsoft s killer 
new online racer! 

SPLINTER CELL 2 


Is this the greatest online 
game ever? 

"excite, enthuse and inform’ 


SOLUTIONS 




JAMES BOND: EVERYTHING 
OR NOTHING: Every Bond 
Moment and secret uncovered! 


MOLYNEUX: 

Fable. BC and The Movies 
come under the spotlight! 



HIGHBURY - PARAGON 
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Enter these cheats while playing, if done correctly 
'Cheat Activated' will appear in the top left of the screen, 


change go candy suxxx 

©, cd. 4', o. f, ■», cd, o> o, ® bLoodHing bangoR i 

_ 4", CD, ©, ©, ©, ©, CD, O, <- 


commiG suicide 


Cheot activated 
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qpniBRo’s heoRse 

4>, CD, 4>, CD, ©, <■, CD, ©, 4 

ID, ©, ID, ID, 19, 19, 19, 

Foggy weacheR 

® 

|0VB FiSG 

ID, f, ®, <■, 4-, ID, O, ®, 4 

ID, ©, ID, ID, 19, 19, 19, 

speed up Gime 

o 

GRRshmasGeR 

®, ®, CD, ®, ID, ©, ©, ©, 

©, ©, 

®, ID, ®, O, 4", 4-, O, ®, ®, 4 

®, © 


sabRG Gunbo 

slow down game 


4, ©, 4, ©, ©, ©, CD, o, ®, <- 

©, 4r, ©, CD. CD 


caddy 

pedesGHiafls igoG 


®, ID, f , ID, CD, ©, ID, ID, ®, © 

4*, f, t, 4-, ©, ID, ID, ID, ID 

blow up au caRS 

pedescHians accacK you 



4, ID, f, 19, ID, 4, ID, ID, ©, ID 

f 4 -»flD, f, ©, © 

CD. ©, ©, CD, <S, 0, 0, 4> 

change go beany King 


cioudy weacheR 

ID, ©, ID, ID, ID, ID, ©, <D 

ID, ®, ID, ID, ID, ©, ©, ©, ID 

CD. ©, 0, O, 0. 0, ©, © 

change go |ove fisc singen 


oveRcasG weacheH 


ladies man 

j change go Phil cassidy 

some cans Pine 


®, ©, ID, ID, ID, ©, ©, ®, © 

4, ID, f, ID, ID, 4, ID, ID, 4, ® 

®, ©, 4>, ©, ©, CD, 

©, 4, © 

change chaRacGeH 

change go sonny FOHeiii 

au caas Pine 


t, o. ©, t, -* 

®, ID, ®, CD, f, ©, ID, ID, ©, © 

®, ID, 4*, 19, ©, ID, 

CD, ® 

change go igcaRdo dmz 

change go mencedes 

au cans biace 
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an o|dF 


to Ken Rosenberg's ol 
of Ocean Beach ®. Not the most testing mission you're 
admittedly, but at least now 


:e at the other end 

er likely to face, 

WK m 


ie real fun can begin. 


100% RdyStaticn 0% Fair 


It's your first day working in Vice City, and it is time to put the wheels in motion 
(literally) to get your money back. Get into the car and tiead over to the hotel in 
Ocean Beach ®. Once you are there, get out of the car and go through the 
door into the Ocean View Hotel. Save your game and then head to the marker 
at the bottom of the stairs. 


Stop in the pink marker to check into the Ocean View Hotel. This is where you can save your game 
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bacK 


bqawL 


i|y Fuqy 


Head north to the Malibu Club in Vice 
Point and talk to Kent Paul ®. Now 
head south to Washington Beach to 
find the chef down the alley (§). Beat 
the living crap out of him then pick up 
his cell phone, sit back and watch the 
cut-scene. Lance Vance will then appear 
and very kindly give you a gun, 
considerably boosting your potential for 
making mischief. Follow him away from 
the chef and get in his car. Now drive 
south to Ammu-Nation (c) then to the 
Ocean View Hotel (D). 


$ Pay: 


Sana 


Pick up the hammer from outside the office 
and then get in a car and head south to find 
the first jury member ®. Hit him with the 
hammer and he'll try to escape by getting 
into his car. As he drives off a van will hit 
him, stopping him dead. Don't spurn such a 
golden opportunity, make the most of it by 
smashing his car up with your hammer until 
he gets out and runs off in blind terror. Now 
drive north to find the second juror's car (B)■ 
Looks to us like it needs a little 'redecorating'. 
Smash it up with your hammer until he 
comes out of the building and finds out what 
is going on. 


$ pay: 


Shoo 




Go to Rafael's for the coveralls ® then drive to Spand Express in 
Washington Beach ®. Start a fight with four workers and a full- 
scale riot will get underway. While the security guards are 
distracted dealing with the mayhem, head into the compound. Hit 
the guard there repeatedly until he drops his gun. You might then 
want to relieve him of his weapon - it just may come in handy for 
something. That done, get into the van standing on its own and 
park it next to the other two. All you need to do now is shoot the 
nearby barrel from a suitably safe distance in order to destroy the 
vans and complete the mission. 


S 


Ghe paqpy 


Head south to Rafael's and get a change of clothes ®, then steal the 
Freeway outside. Now head to the docks to find the Colonel's boat moored there ®. 
Watch the ensuing cut-scene and then drive Mercedes to the Pole Position Club ©. 
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$1,000 


Get into the Top Fun van then fly the RC helicopters 
into the building across the street that is under 
construction. Plant a bomb on each floor and 
construction will swiftly grind to a halt 


There are few greater pleasures in life 
than blowing things up in a 
spectacular fashion. The only problem 
is making sure that you don't get too 
close, and for that reason, you'll be 
using a remote control chopper to do 
your dirty work. Start by heading over 
to the TopFun van near the building 
site and getting into it (A). Once 
inside, you'll be able to use the RC 
helicopter. To successfully complete 
the mission, you need to plant a total 
of four bombs in the building 
currently under construction over the 
road. Hey, they'll probably have to 
rebuild it which means more work for 


the builders; 

service here/right? Y©u'll fide 
quick, because once you pick u| 
first bomb from beside the van,’ 
have seven minutes to plant th|i 
For that reason, it's a good idea 
used to handling the RC helico| 
before picking up the first bom 
that you waste as little time as 
possible when the mission pro 
starts. You need to plant one b 
on each floor, including the grc 
floor. Look out for the workers 
guards who will understandab 
destroy the helicopter. Fly strai 
them and use the blades to kil 








JOBS 




.. FomLiqpn 

Head north to Jocksports to get some 
golfing clothes ®. They might make 
you look like an absolute idiot but 
you'll need them to get into the golf 
club, and dressing yourself up to look 
stupid is a pretty small price to pay for 
the chance to cause some grade A 
mayhem. Once you are dressed in 
suitable attire, head on over to the 
Leaf Links Golf Club round the corner 
(D■ You can't take your guns straight 
through to the course, however, as 
there is a metal detector in place that 
will stop you getting away with it. 
Instead, go through the metal detector, 
leaving your guns there and picking up 
the Golf Club instead - not quite such 
a spectacular weapon, but one that is 


more than adequate for the job. Get 
into the caddy and go to the driving 
range (C). Push all the caddies there 
into the water and leave one right on 
the edge. Now, time to practice your 
swing! Using the golf club, batter the 
hoods to death (mind you don't get 
too much blood on your lovely new 
outfit, it's a devil to get those stains 
out). When they are all dead, the target 
will get into the caddy you left by the 
water. He should now drive it straight 
into the water, saving you a job. If he 
doesn't then you'll have to chase him 
down and kill him. The best ways to 
accomplish this would be to keep 
ramming his caddy until it blows up, or 
to push him into the water yourself. 


pay : 


$ Pay= 


$500 


s 


■ At the golf 
course the only 
weapon you have 
is a golf club so 
use it to smash in 
the heads of 
anyone who gets 
in your way 


2. demoucion 













Go to the Streetwear store in Little 
Havana in order to disguise yourself 
as a Cuban (A). It might make you 
look like a reject from Fame! but 
nothing can be more embarrassing 
than the golf outfit you had to wear 
earlier. Now head on over to 
Romero's Funeral Parlor in Little Haiti 
(B). Forget everything you've ever 
been told about such locations being 
sombre places where respect for the 
dead is an absolute necessity, 
because you are here to do a job 


and do it you shall. The Haitian gang 
lord you are after will try to make his 
escape in a hearse (well, credit the 
guy for originality if nothing else) so 
you need to give chase. Look out for 
the exploding coffins that he'll throw 
out in order to stop you, and stay on 
his tail. Keep ramming him until he 
can take no more, but be aware he 
needs to be killed to complete the 
mission. If he gets out and starts 
running, you need to get after him 
and finish the job. 


GWO big hiG 
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RAND 


JOBS 


Fans of the Texas Chainsaw 
Massacre will be in seventh heaven 
on this mission. The kind-hearted 
Colonel will give you a chainsaw for 
this mission and it would be rude 
not to accept such a gesture. Take it 
and head north to Vice Point. Enter 


the building there and then kill the 
goons ®. It is possible to kill them 
using something more conventional, 
but it is well worth using the 
chainsaw purely for fun. Once they 
have all been separated from their 
limbs, you need to chase Gonzalez 


and kill him with the chainsaw too. 
For some reason, the authorities in 
Vice City don't take too kindly to 
people committing bloodthirsty 
murders with weapons, and you 
can rest assured that the police will 
now be after you. It doesn't pay to 


hang around soaked in blood and 
holding a chainsaw - they'll never 
believe it was an accident - so grab 
yourself a motor and head for the 
relative safety of the Pay 'N' Spray 
further north to throw them off your 
trail d). 


s 


.Gqeacheripus swine 



* maiLShoonouG 


You'll certainly need some serious 
weaponry on this mission, and it 
pays to be prepared for every 
eventuality. Before starting, head 
to Ammu-Nation in Ocean Beach 
and buy yourself some body 
amour and a Mac 10 ®. Now 
drive to the northern area of 
Ocean Beach, where you should 
be able to find the Washington 
Mall easily enough (B ). Talk to 
the courier you will meet inside 
and a SWAT team will ambush 
you. Damn the filth, will they 


never leave you alone? The 
courier doesn't hang about to see 
what happens, and neither 
should you. You'll find a bike 
parked outside the mall entrance, 
so jump on it and chase after the 
courier, who will have sped off on 
his own bike. Shoot him down 
and then pick up the Guidance 
Chips he drops. These are what 
you've come for, so once they are 
safely in your possession, take 
them back to the Colonel in order 
to complete the mission ©■ 


■ Once you've killed 
Gonzalez with the 
chainsaw it's no good 
standing around. Steal a 
car and get yourself to 
the Pay N' Spray before 
the cops catch you 


angeis 


■ After you've shot all the Haitians two more appear on 
dirtbikes and steal Diaz's money. Chase down and kill 
them to earn the respect of Diaz 


Go to the multistorey car park in Ocean 
Beach and pick up the Ruger on the first 
floor ®. Lance will now show up so 
get into a car with him and drive to the 
marker in Washington Beach ®. Take 
your position at the top of the stairs and 
watch the deal. When the Haitians arrive 
shoot them all and keep an eye on the 
health bars of Lance and Diaz. Two 
Haitians on dirt bikes will steal the 
money then one of them will get shot. 
Get on his bike and chase the other 
one. Shoot him and pick up the money 
then take it back to Diaz. 
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Cortez is leaving and needs protection from the 
French (who doesn't?) (a) Shoot any boats 
alongside his ship then destroy those blocking 
the way. Helicopters appear to drop some 
Frenchmen onto the deck so shoot them down 
before they get a chance. An attack helicopter 
will arrive, aim for the pilot to take it down. If 
you need health and Ruger ammo at any point 
a limitless supply will be on the top deck. 


-..ssiLyes ssiy 

Head across the bridge to the mainland and follow the blip to find 
the tank. Stop your vehicle in front of it then use a melee weapon 
to break the door off. Pull the driver out and take the take the tank 
to the garage in Little Havana ®. A self-destruct sequence starts 
when you get into the tank so don't hang about. 


pay : 


pay : $5, 


Stealing the Rhino isn't all 
that hard and once you're 
inside driving it to the 
garage is easy as you run 
over everyone and 
everything in your sight 
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When riding in 


$2 


ODD 


Lance flies you to Prawn Island in a 
helicopter (A). Use the mounted IVI60 to 
kill all the gang members below then 
Lance will drop you off at the front of the 
building. Shoot more gang members 
inside then head upstairs to the roof. Pick 


up the money then Lance will collect you 
and take you back to the mansion. 
Completing this mission makes the last 
two Cortez jobs and the final Carrington 
job available and opens all the bridges to 
the mainland. 
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Che chase 

Head to Vice Point to find the thief's 
apartment and look through the window 
®. Chase him across the rooftops then 
steal a car and chase him to Prawn 
Island d). Make sure you keep a good 
distance back as he will shoot at you. 




remember that it's 
not indestructible 
and you must use 
the M60 to defend it 


ha F35G baas 

Go to the boat yard in Viceport and shoot all the goons there (A). Lower 
the boat into the water using the controls in the boathouse, then take it 
to the mansion looking out for police boats on the way (S). 
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Get into the speedboat and you'll see Lance is waiting for you. 
You must race the four other boats to the sailboat and get to it 
first (A). The other boats will shoot at you but Lance will shoot 
back. Once you've reached the yacht you need to get back to 
Diaz's mansion. This time Lance is driving and you get to shoot. 
Destroy the two boats behind then face the front and kill the 
guys on the jetty. Now look up and shoot the helicopter (aiming 
for the gunner) down before it destroys your boat. Finally turn 
forward once again to take out one last boat before you reach 
the mansion (B). (The tracksuit is available from the Jocksport 
store in Downtown once this mission is completed). 


$ ras= 


Si,ara 
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Kent Paul gives you a call so go and pay him a visit (A). You may want to buy some 
ammo and body armour before you attempt this mission. Lance is being held in a 
junkyard in Little Haiti and his health is rapidly declining (b). Head over there quickly 
and ram through the car blocking the entrance. Kill all the guards and pick up Lance 
from inside the warehouse. Use the car outside to take him to the hospital, looking 
out for Diaz's goons (c). 
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l derail qow 




qub dug 


Head to the marker outside Diaz's Head up the stairs, shooting 



mansion to meet Lance, who'll 
give you a Colt M4 (a). Go 
towards the mansion, shoot the 
guards outside then go round to 
the right to the maze. Lance will 
lead you through the maze and 
into the mansion. Go down the 
corridor to the swimming pool 
and through the opposite door. 


the guards you encounter, and 
go through the second door 
you come to. Go down the 
corridor to find yourself in the 
main hall. Kill all the guards 
and Diaz will appear, shoot 
him and watch the cut-scene. 
You now own the mansion and 
can use it to save in. 


Lance gives you some heavy 
artillery before you storm the mansion 


3.shDKBdown 


Go to the marker outside the office 
in the mansion for this mission. 

You have five minutes, so don't 
hang about getting over to the 
North Point Mall (a). Once there 
use whatever melee weapon you 
have to smash the windows of all 


the shops shown on the radar. This 
obviously attracts the attention of 
the police and mall security so 
look out for them and keep 
moving. Once this mission is over 
all Asset Properties will be 
available for purchase. 
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Go to the marker which is at the 
entrance to the lounge in the 
mansion to get this mission. 

Follow your men to a car, head to 
the Front Page Cafe in Ocean 
Beach and kill the two guards 
outside (either do a drive-by or run 
them over) ®. Get out of the car 


and talk to the cafe owner who 
tells you where the security firm 
are based. You now have five 
minutes so head over to DBP 
Security in Washington Beach and 
kill all the guards CM)- Two of them 
will then escape on motorbikes so 
run them down. 


s. gdp |ann 


Go to the marker left of the mansion 
entrance for this mission. Take Lance in 
a car and get your wanted level up so 
some cops follow you to the lockup in 
Vice Point ®. Once they do this the 
door will close, and Tommy and Lance 
will emerge dressed as cops. Get into 
the police car behind the wall on the 
right and drive to the North Point Mall 
(b). Enter it and head over to Tarbrush 
Cafe to plant the bomb. It only has a 
five second fuse so get out of there 
before it blows. Once it does the cops 
and the feds will be onto you, so run 
back outside and drive to the mansion 
(C), watching out for the helicopters 
and roadblocks. Once this job is 
complete the protection ring will be 
complete so up to $5,000 will be 
delivered to the mansion; make sure 
you pick it up regularly. 


Once you've planted the bomb leg it 
otherwise you'll get caught in the very 
large explosion 
































You must get through all the checkpoints in three minutes with a 
speedboat. It's not too hard but if you make any serious mistakes 
then you may run out of time. JS1F 


When racing through the 
checkpoints for Umberto 
make sure you have enough 
speed for this jump 
otherwise you won't make it 


$ p*y= 


$ 2,000 


s. cannon Foddeq. 

You must deliver some Cubans to Little Haiti so steal a van or a 4-door 
vehicle and park it outside the cafe (a). Now drive to Little Haiti and help 
the Cubans kill some Haitians (£)■ Take out the sniper on the roof when 
you're told to then keep moving forward, killing more Haitians. When you 
reach a yard with a van in it kill all the Haitians then drive the van back to 
the cafe, looking out for the cops. 


























Gqojan voodoo| 


Take Pepe and steal a Haitian 
Voodoo car, just drive around 
Little Haiti and you should find 
one. Once you have it meet the 

other Cubans opposite Kaufman ^ J 

Cabs ®. Follow them to the f 

processing plant and get out of 
the car once you're inside ®. 

Plant the first bomb and you'll L—_ 

have 45 seconds to plant the other two and get out, so it's probably best 
to plant the furthest away first. Once that's done run back towards the 
gate. Turn right when you reach it then run up the stairs and across the 
roof before the bombs go off. 


Go to Viceport to meet Rico ® then destroy the two Haitian boats he takes you 
to. Now you're back on dry land take out the Haitians and pick up all the briefcases 
that have been dropped (J). Rico's boat is then destroyed so you'll have to get 
back to Umberto's by road so pay a visit to Pay 'N' Spray on the way ©. 


$1,000 
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100% PlayStation 0% Fair I No.2 FbwerStation 1 059 






































drop a bomb. 
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Get as close as you can when bombing the boats as 
they are difficult to hit from a great height 
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bombs awayi 


Drive to Little Haiti and get into the 
Top Fun van (A). Now fly the RC 
bi-plane to where the Cuban 
boats are and drop bombs 
on them d). There's no 
time limit but you only 
have three planes so try 
to look after them. Once 
the boats are destroyed 
one of the Cubans will 
try to get away in a car 
so chase him down and 


rc mam 


Picking up the 


stash 


the attention 


attracts 


of the 


police very quickly 


it quickly and 


fast 


use 


$ paa= 


$ 1,000 


You need to get to three stashes and pick them up before the cops do. They're all 
nearby but once you pick up the first one (A) you'll only have a minute to get to the 
next one and the cops will be on your tail. After you've picked up the second stash 
CD the FBI will start coming after you. Get to the final stash (c) quickly then visit 
the Pay 'N' Spay on your way back to Auntie Poulet (d). 
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diqpy QCKin’s 


Head to the alley nearby and grab 
the Adrenalin Pill from under the 
stairs (A). Now go up to the roof 


and snipe all the Cubans quickly, 
making sure you don't hit any 
Haitians by mistake (§). 
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Head to the purple marker to meet the dealer (A). He'll scarper on a bike with your 
cash so chase him down and kill him then pick up the briefcase. Paul will then call and 
ask you to pick up a girl for the band. Go to Vice Point and pick up Mercedes (D, you 
now have one minute 30 seconds to get back before the band go on stage (c). 


$ pay: 




$2,000 


* psycho Kiyeq. 


■ Don't let the dealer 
get away! Shoot over 
the handlebars to 
bring him down, then 
pick up the case 


Love Fist have a stalker so drive their 
limo to the signing to find him ®. 
He'll shoot a security guard then drive 


off. Chase him, staying close so you 
don't lose him and shoot at him until 
the car blows up. v V 








$ 


pay 

















The psycho's back and he's wired the 
Love Fist Limo to blow, Speed- style. If 
the car slows down too much it will 
blow up, taking you and the band 
with it. Get to the main coastal road 
quickly as it's wide and you're less 
likely to hit any traffic. Drive up and 
down it for a couple of minutes until 
the band figure out how to defuse 
the bomb. Once they have, drive 
them to the venue ®. 


pubiicsoy Gouq. 
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This is a straight bike race, so get onto the Angel parked outside the bar and 
onto the starting line ®. Race through the checkpoints round the 
Downtown area and get back to the bar first to win. You should have some 
experience in riding bikes by now, so this shouldn't cause too many problems. 


$ WS= 




$1,000 


b. messing wiGh 
she man 

You have to cause as much chaos as you 
can in two minutes. Shoot as many cars 
and people as possible to get your Chaos 
Meter and Wanted level up. The higher 
your Wanted level the faster the Chaos 
Meter will rise. When the mission is 
completed the Wanted level will stay the 
same, so get yourself to Pay 'N' Spray (A). 


Mitch's bike has been stolen and you have to get it 
back. The gang are behind Ammu-Nation in the 
Downtown area. Use a fast bike to go up the stairs 
opposite and jump to the roof ®. The gang members 
will keep coming so shoot enough to get to the bike then get on it. Use the stairs 
round to the right to jump back to the street and head back to the bar (TT). The gang 
will give chase but as long as you keep moving you should be able to outrun them. 


aupy wheels of seeei 





































pay : 
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* boomshine 


saigon 

Phil's been at the Boomshine and manages 
to blow his own arm off. You need to get 
him to the hospital (Ta) ; unfortunately 
you've inhaled some Boomshine, which 
makes the road sway all over the place. 

Keep an eye on Phil's health meter and go 
to the hospital in Little Havana. Once you 
get there Phil informs you that he doesn't 
want to go to the hospital. He knows an ex¬ 
army surgeon who lives round the corner 
and owes him a favour C2B) . Take him there 
to complete the mission. You earn yourself 
Phil's Place and you'll be able to buy some 
rather nice weapons there. 


..yon qunneq. 


debt 

1 ,: 1 


Jump in the Patriot and head towards one of the yellow blips 
on the map. Do a drive-by on the truck to kill the guy in the 
back and knock the crate off. Smash the crate and pick up the 
weapon inside then finish off the truck, otherwise it'll follow 
you around. Repeat this process on the other trucks making a 
visit to Pay 'N' Spray if you get too many cops on your tail. The 
arms dealers will also call some backup in the shape of guys on 
mopeds. Just run them down to get bonus cash. 

































3. auGocide 

phone ouGssde man (3A) 


You have nine minutes to kill all the 
targets. Grab the weapons nearby 
then head for the first target, Mike 
Griffin. He can be found in 
Washington Beach working on an 
advertising board (3§). Use your 
sniper rifle to kill him then head to 
the next target. Dick Tanner is 
working for DBP Security in Ocean 
Drive. Approach from the alley 
opposite where he's parked in a 
Securicar C3Cp . Get up onto the 
roof and use the sniper rifle to 
shoot him through the windscreen. 


The next two, Marcus Hammond 
and Franco Carter, are near the 
Jewellery Store in Vice Point (3D) . 
Stand on the corner of the nearby 
street far enough away so they 
don't see you. Now snipe them 
through the window of their truck 
and head for the next target. Nick 
Kong is in a boat off Washington 
Beach, simply snipe him from the 
shore (3E) . The final target is 
Charlie Dilson who's riding around 
on a bike. Chase him down and run 
him over to complete the mission. 


phone m vice pome (2A) 


Go to the jewellery store nearby 
and wait for Mrs Dawson to 
come out (2B). Follow Her and- 
ram into her car until it bursts 
into flames. Now leave quickly 
before it blows up, so you're 
linked to the accident. 


$2 


$ 


pay 


ODD 


Once the car bursts into flames, get 
away from it as quickly as you can. 


i. qoad Ki||_ 

phone euGSide mau_ Qa) 

You must stop a pizza delivery boy from making all 50 
of his deliveries by killing him. He's a fast mover so 
you'll need a fast car or a bike to catch him. Once you 
find him run him over or shoot him. 




















phone m uoc|e 
hawana (5A) 


This mission becomes available once 
you've completed 'The Shootist'. Get to the 
phone in Little Havana to receive the job 
then go through the gate on 
the left. Get out your sniper rifle and shoot 
the two men in suits behind the car. Head 
up the alley, sniping any guards you can 
see, then shoot the barrel beside the van to 
blow it up, taking some guards with it. Go 
up the stairs and snipe any more guards 
remaining below then go back down. Head 
over to the left and pick up the Body 
Armour then head right and go up the 
stairs to the roof. Take out a handgun or 
shotgun to shoot any more guards and use 
the stairs to get onto the roof of Cherry 
Poppers. Grab the briefcase then get into 
the helicopter and fly to the airport (5B). 


S p>y< 


checK oug gg Ghe checK m 

phone m aiqpoqG (4A) 


You may want to buy some body armour before 
you try this mission. Pick up the Sniper Rifle to 
the right of the phone then watch the woman 
who comes down the escalator, but don't get 
too close or the target will see you. After she 
has spoken to a man kill him and his 
bodyguard then grab his briefcase. Leave the 


terminal, not forgetting to pick up all your 
weapons on the way out. Now head to the 
Ammu-Nation store Downtown C4ED . The cops 
will be after you so do your best to shake them 
and don't do anything to increase your Wanted 
level any more. The people you stole the case 
from will also be after you so try to avoid them. 


































Try lo be as 
accurate as you can 
when on the rifle 
range otherwise you 
won't score enough 
points to finish the 
mission. 


Go to the police department in Washington Beach Qa) and head 
inside, making sure you don't have a weapon in your hand. Go into 
the locker room and change into a police uniform. Now go to the 
offices upstairs to find the Key Card. Head back down then go to 
the basement where you'll find the cells. Release Cam and your 
wanted level will go up to four. Fight your way outside and get in a 
car. Now go to the nearest Pay 'N' Spray in Ocean Beach to lose 
the cops (Tb). Finally take Cam to his home in Little Havana Qc). 


3. Ghe dqj veq. 


ShODGiSG 


You need a driver, but Hilary will only work for you if you can beat him 
in a checkpoint race. Unfortunately he has a slightly faster car than you 
so you'll have to work hard to keep up. The moment the race starts the 
cops will be onto you, making the race even harder. Your best bet is to 
try and ram Hill into stationary objects to slow him down, but if you 
make any serious mistakes you probably won't be able to catch up. 


pay: 


Go to the Ammu-Nation in the Downtown area (ZA) and go through the door to the 1 
shooting range. Phil will challenge you to a shooting contest over three areas. The first area 
has three different targets with the nearest being worth 1 point, the middle worth 2, and 
the furthest 3. Aim for the furthest target as much as possible to get the most points. Once 
the round is over move to the next area to shoot some moving targets that appear in 
windows. They're all worth 1 point so hit as many as you can. Finally, you'll move to another 
street scene with more moving targets worth 1 point each. Hit as many as you can before 
the time or your bullets run out. You must beat Phil's score of 60, which isn't too difficult. 
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The gang's all here for this mission and you're Park opposite the bank and Hilary will drive 
going to need them to help you rob the bank. round the block while you do the bank job. 
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You're about to knock over a bank with Phil, Cam and Hilary. Get 
into the cab parked outside The Malibu and drive them to Little 
Havana. Stop on the opposite side of the road to the El Banco 
Corrupto Grande (4A). Go into the bushes so you can change 
into your bank job gear then enter the bank. Phil will stay 
downstairs and watch the staff so you and Cam can go to the 
vault. Head through the door on the right and then up the stairs. 
Shoot the two guards then go up the stairs on the left. Shoot 
another two guards at the top then get into the lift on the right. 
This takes you to the vault where there is one remaining guard to 
shoot. Cam now tells you he needs the manager to open the 
vault faster. Go back down in the lift then down one flight of 
stairs. Head to the room at the end to find the manager hiding 
behind his desk. Take him back up to Cam then head back to the 
bottom floor of the bank where a SWAT team is about to attack. 
Go to the desk where the pink marker is and the SWAT members 
will drop down through the ceiling, so shoot them as quickly as 
possible. Once Phil says that's the last of them go to the front 
door. Once outside Hilary will pull up in the Cab and promptly 
get shot. Shoot any nearby SWAT members then jump into the 
cab and head to the nearest Pay # N' Spray, which is just down 
the road if you turn left (4B). Now head back in the opposite 
direction to Cam's place and park the cab in the garage (4CV 
Once this job is completed The Malibu Club will generate a 
maximum of $10,000 a day so pick it up regularly. Phil will now 
give you a call so you can start his jobs. 


4. Ghe job 




















Film S 






FILM STUDI 








i. qacquiiimanG diyva 

You need some good-looking broads for Steve Scott's new film. Head Downtown to V.AJ. Finance, get 
out of your car and walk to the pink marker (lA) . Candy Suxxx will appear, but so will her agent. Some 
goons will get out of his car and he'll drive off. Kill the goons then chase the agent. Every time you 
catch up with him more goons will get out of the car. Avoid them or run them over, just try not to stop 
and continue to chase the Agent. Shoot up his car until it explodes and run him over if he gets out. 
Now go back to V.AJ Finance to pick up Candy (lEp and head to the Pizza place a few blocks away to 
meet Mercedes Qc). Take them both back to the film studio so they can get down to business Q5). 




Once you have Candy, you 
must pick up Mercedes from 
the Well Stacked Pizza Co and 
take them both back to the 
Film Studio. 
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****$£ 
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f'ja 


J/liJ.ilJjJ «HLa 


2. di|do dodo $ pay: $2,000 

You now need to distribute flyers for your new movie across Vice City. Use the Skimmer just 
outside the film studio to do this (2A). Once you've taken off turn round 180° and head for the 
checkpoint over the dirt bike track in Downtown. This is the closest checkpoint and so uses less 
fuel to get to. Keep an eye on the fuel gauge as you fly over the city and look out for the buildings 
- if you crash you won't be able to take off again. 




































umii 


pay : 


3. maqpha’s mug ahBG 


$ 8,000 


$ pay* 


You need to move a spotlight on top of one of the skyscrapers in the 
Downtown area. Get on the PG 600 near the entrance and ride it to 
the pink marker C4A) . Drive up the steps and into the office then get 
in the lift. Once out of the lift, drive as fast as you can towards the 
window and smash through it to jump to the opening in the 
opposite tower (this is a Unique Jump and there's another further 
on). You have until 07:00 to get to the spotlight so jump from roof 
to roof following the pink markers. If you fall off a building just go 
back to the start and try again. When you reach the roof near the dirt 
track a set of stairs will lower down so you don't have to go back to 
the start if you fall off. Once you reach the spotlight get off the bike 
and stand in the pink marker. Once this job is completed the film 
studio will generate a maximum of $7,000 so collect it regularly. 


Congressman Alex Shrub is trying to get adult movies banned so you need to take 
some incriminating photos of him using Candy as the bait. Get into the Sparrow and 
follow the limo that Candy gets into, to the building opposite Vice Point Langer Hotel 
in Vice Point. Land the Sparrow on the sand round the back of the hotel (3A) and go 
through the door on the side of the building. Go all the way up the stairs to find an 
open window facing the building opposite. Zoom in on Candy and the congressman 
with the camera and take three photos. You will now have a wanted level of five. 

Run back down the stairs killing the security guards on the way and get back to the 
Sparrow. Take off and fly back to the film studio making sure you don't get shot 
down by the FBI, then land on the pink marker (3Ep . 


-SPOGIighG 
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R^toun^rfMt p4<**« courier 1* orrtving ot U 
in o n*Ucop»*r any second now 
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B 


03-13 

$00137035 

• XOO V 100 


I. 


spi||ing 
nhe beans 


The old guy at the print works tells you he can print 
money but he needs some good plates. Get in the cab 
outside and go The Malibu Club to see Kent Paul (TO . 
He'll tell you to go to the boat in Viceport where you'll 
receive a less than warm welcome (W), so make sure 
you're armed to the teeth. Make your way to the front 
of the boat and up the stairs to the bridge. Once you 
have the information you need get back to the print 
works, looking out for the cops Qc). 


$ pay : 






$5,nnn 


0721 FbwerStation 


No.2 1100% PI 


cnuiyeiL 

You need to get the plates from the courier who's landing at the Viceport 
docks in a helicopter (2A) . Get over there and wait for them to leave in a 
car, otherwise you'll have to take on an army of guards. Chase the car and 
shoot at it until it explodes, whilst watching out for the guard who shoots 
from the sunroof. Grab the plates and return to the print works (2B). The 
print works will now generate a maximum of $8,000. Pick it up regularly. 




































Once you've bought Kaufman Cabs I 
you need to show the lazy cabbies I 

how it should be done. Your first fare I _ >:._i; j 

is on Starfish Island so head over v ^ «*• T!rS>-, ^ ^ 

there quickly as you've only got one I 
minute. Honk the horn when you 
reach the pink marker C 3A) . but before 

the V.I.P can get into your cab another one pulls up and steals your fare. Chase 



it, ramming and shooting until the passenger gets out. He'll now get into your 
cab so drive him to his destination at Escobar International Airport (3B). 


VC Cabs are taking all your business - what are you going to do? Destroy their 
cabs of course. On the map you'll see three yellow blips, these are the cabs 
you have to destroy. Ram them and perform drive-bys until they explode. 

Don't worry if your cab gets a bit beaten up as you can continue the mission 
in a different vehicle. 



s. cabmaggedon 


You get a call from Mercedes for a cab, so head over to Viceport and sound 
the horn at the marker (5A). Unfortunately the call was a fake and VC Cabs 
are after your blood. Six of their cabs will arrive and try to ram you. Keep 
driving around the area (the gate is closed so you can't escape) using your 
rear view to see where the rivals are. Stay alive for one minute and the 
leader will arrive in a zebra cab. He will also try to ram you, so shoot at the 
car until it blows up. If you run out of drive-by bullets, get a fair distance 
away, jump out of your cab and shoot the leader with a powerful gun. 
Completing this mission completes the taxi firm asset and a maximum of 
$5,000 will be delivered there so pick it up regularly. The zebra cab will also 
be delivered to Kaufman Cabs for you to use whenever you like. 


$ MS= 


$5,D0D 
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Cream Factory 

$20P>9«* 


'Boatyard purcha! 


——\ J11 PLATINUM GUIDE 

IJ GRAND THEFT AUTO: VICE CITySE WSSSHBKttKMM 


_ 

ICE CREAM m 




Buy the Cherry Poppers Ice Cream Factory in Little Havana and this job will become available. Get into 
the Mr Whoopee and drive around town selling 'treats' to all the junkies. Press L3 to play the jingle 
and they'll all come running. The more you sell, however, the more the cops will be on your tail so 
don't hang around in the same place for too long and don't get your wanted level above two. Rival 
gangs also don't like you dealing on their turf, so look out for a hostile reception if you do. You must 
have 50 sales in one mission to make the factory collect a maximum income of $3,000, so make sure 
you collect it regularly. 


do&ly&ul, 

checKPOiim chaqjie 




Once you purchase the boatyard you can perform this race. You must collect all the packages in a 
speedboat in the three-minute time limit. There's a choice of two boats - the Squalo or the Cuban Jetmax. 
The Squalo is faster but the Jetmax is easier to handle. If you complete the challenge you'll receive $6,000 
and this prize will increase by a further $1,000 for every subsequent time you complete it. However, you 
have to work for this money as the race gets harder each time with fog coming down to obscure your 
vision. After you finish the race once a maximum of $2,000 will collect at the boatyard, so pick it up regularly. 







This is another property with no missions, b 
load to do before it will start earning some 
you. Go down the ramp to the right of the showroom 
entrance to find some garage doors. Four of these are empty 
and have room for two cars in each. Another is the Spray 'N' 
Go which is like a Pay '1ST Spray only without the pay part - 
well you do own the place so you should get free re-sprays! 
Beside the final door you'll see a list of cars to collect. This 
garage is similar to the Import/Export garages in CTAIII and 
you must deliver all the cars on the list to earn a reward. 
Once one list has been completed the secret car will be delivered to the showroom and a new list 
will appear. Completing a list also increases the amount of money generated by Sunshine Autos, 
up to a maximum of $9,000. The cars need to complete the lists are as follows... 


Landstalker, Idaho, Esperanto, Stallion, 
Rancher, Blista Compact 


qBwaqd: deiuxo 


Sabre, Virgo, Sentinel, Stretch, Washington, Admiral 


qewaqd: sabqe Guqbo 


Cheetah, Infernus, Banshee, Phoenix, Comet, Stinger 


qBwaqd: sandxmg 


Voodoo, Cuban Hermes, Caddy, Baggage Handler 
Mr. Whoopee, Pizza Boy 


qBwaqd: hoGqmg 


074 I FWerStation No.2 1100% PlayStation 0% fair 





























i. iiD2 Washington sogeeo 


2 .3321 vice poino 


3. BLSwanKO casa 


■». hyman condo 


5. goKS view apagpmenc 


UWkm Af>orln>lr,» i«n. 

4 **“» „- 




7. sKumnie shac« 


PRICE: $8,000 


GARAGES: 

1 

HEUPAD: 

NO 


PRICE: $6,000 
GARAGES: 1 


HELIPAD: NO 


PRICE: $1,000 
GARAGES: NONE 


PRICE: $7,000 
GARAGES: 1 


HEUPAD: NO 


ALONG WITH THESE GARAGES, AT THE REAR OF SUNSHINE AUTOS YOU WILL SEE A PINK MARKER. STAND IN IT TO TAKE PART IN ONE OF SIX 
STREET RACES. THE BEST CAR TO USE IS PROBABLY THE HOTRING RACER, SO WAIT UNTIL YOU'VE UNLOCKED THAT BEFORE TAKING PART. 




GegmmaLveipcmy 


TRACK LENGTH: 1.748KM ENTRANCE FEE: $100 
This is an easy beginner race that is only a short 
distance. The only thing to watch out for is the drop to 
the right during the latter half of the race. 



$ 


TRACK LENGTH: 2.659KM ENTRANCE FEE: $500 
Two nice long straights mean you can get up plenty of 
speed, as long as you can dodge the traffic. Try to 
nudge your opponents into the oncoming cars. 


$2,000 


*r 


ogdegjgun 


TRACK LENGTH: 3.1KM ENTRANCE FEE: $1,000 
There are lots of tight corners in this race so make sure 
you use the handbrake to get round them quickly. 


TRACK LENGTH: 4.603KM ENTRANCE FEE: $5,000 
Watch out for some unexpectedly sharp comers on this 
course and try to ram your opponents into the wall on 
some of them. 


s 

pay : Sh,doo 

$ 

pay: 

$20,000 

V 

COPiOOLBIlUiSe 

T 

H.c. enduRonce 


TRACK LENGTH: 3.924KM ENTRANCE FEE: $2,000 

TRACK LENGTH: 9.721KM ENTRANCE FEE: $10,000 


This lengthy race has some fast straights coupled with 
some tight corners where you can easily lose it. 


$ 


$8,000 


$ 


you'll have to swap halfway through, which wastes 
valuable time. 


$40,000 
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jCSMSSSSEEli 


L cap Che 
coupccoiL 


$ 30,000 


Sonny's in town and he wants his money. He's 
sending collectors round to all of your 
properties to clean them out. There are six 
collectors on three Sanchez dirt bikes. The first 
place to be hit will be the boatyard Qa) so 
make sure you have a fast car, such as an 
Infernus, and get over there quickly. You should 
arrive shortly after the collectors so run them 
over. The next two collectors will now make 
their way towards the boatyard coming from 
the Downtown area along the coastal road. 

Head straight towards them and knock them off 
their bike. Now run them over to finish the job. 
The final two collectors will now make their way 
along this stretch of road so repeat the process 
to complete the mission. If you don't get to the 
boatyard in time the collectors will go to your 
properties in the following order: 


076 I RweiStation No.2 1 100% PlayStation 0% fair 


iR 






































a. Keep youiL 
Fiends cipse 




$ 30,000 


After the previous 
mission Lance will give 

you a call and tell you J^jfr 

to get over to the - 

mansion (2A) . Before 
— 

you do so buy some 
ammo, body armour, a 
rocket launcher and Jlk 

grenades. Now go to I V ft 

the mansion and | 

stand in the pink ■*■■■■m 

marker at the top of the stairs. You'll find out that Sonny isn't 
too pleased about you killing his collectors and is on his way 
to see you. Ken gets some counterfeit money to give to Sonny 
but Lance betrays you and tells him everything. You start off in 
the office fending off a wave of mafia guys who want to get at 
your safe. Stand at the top of the stairs and use something 
like the Python, which will stop them with one hit. After 
you've killed a few of them Lance will show his traitorous face 
over on the right. He has a Ruger so keep moving until you 
can get a clear shot at him. He'll run off down the corridor, so 
give chase and shoot him whenever he stops. He goes up to 
the roof so follow him there and immediately grab the 
adrenalin from over on the left. Run up to the helicopter pad 
and grab the health if you need it. Lance and all the Mafiosi 
will stay down the bottom and if you keep far enough back 
they won't be able to hit you. Edge forward slightly and shoot 
the red barrels then throw a couple of grenades over to finish 
them off. Lance may still be kicking so lob a couple more over 
for good measure then head back inside. 

Head down to the office and Sonny will appear with a 
Ruger. Fortunately you get full health and armour but it won't 
last long if you stand around. Run back into the office and 
take out the first few hoods that run at you. When the coast is 
clear run out of the office and round to the left and stop in 
the corner. Take out any enemies that are an immediate 
threat then take out your rocket launcher. Now lean over the 
banisters and fire down a couple of rockets at Sonny before 
he has chance to get a shot off. 

Congratulations, you can now celebrate with Ken and 
watch as the credits roll. But wait! It's not over yet, you can 
now continue the game and do all the things you haven't had 
a chance to do yet. You'll also get some calls from your Vice 
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1. Behind tk etadiuM 

2 . Belaud Mm Cole 

3. Ik tculpim al U.AJ. Building 

4. Learn cm punk el haepital 

5. Undm helipad en tap el building 

6. Behind huildiug iu ueek 

7. I wide el(ice rnlim yen entefi ‘G-epelEighl 1 

8. Behind Phi£’e Place 

9. In ahed al PhiTe PEoee 

10. Behind Mebt Palm Held next le 
‘He l Sterna map 

11. Vewu Midi eel el etam uodk el 
Kaulhum Cah 

12. In xeceeeed pad el ml 

13. On etepe e{ Imildiug new Kaalman Cole 

14. Hem ekelelou gmie 

15. Ree{ Imildiug next la Pwl Wedie 

16. Befmn ‘iJiiee a Blfoh’ h illhmd 

17. Behind aujk al ain \me 

18. I wide Laandmaat 

19. On pmch el h me lo* eale 

20 . Undent emplane 

21. Behind billbamde 

22. Behind umll appetite Cole Rchina 

23. On Kaulmu C ah billbaand 

24. (wide Veli 

25. Balceug el hauee udth R acketm peal 

26. Hem Moneian peal uexl le mail 

27. Tep IwifdiK/j milk ml aiming 

28. Behind Fm Station 

29. I neide ahped temiual uem pagphane 

30. Raet e{ ahped temiual 

31. Inside Gate 8-1 

32. Top (lam el Suuehiue Aatae 

33. linden miug 4 plane eticking eul el Imgrn 

34. On tap el plane 

35. Undent plane 

36. On fop 4 gate tunnel 

37. Befoieen bwilm in cm punk 

38. In middle el (em (uel tanke 

39. On tap el kangm 

40. On helipad 

41. Hem 8-Ball'e Imah ehep 

42. In eMail cm pad between haueee 

43. On tap el Freight and Conga Temiual 

44. Inside SenpEwtee Tew hunga* 

45. On awge ehip 

46. Unda Ped Authanitg eign 

47. On conge ehip 

48. On pc^tch e| gteen hewe 

49. I neide h me, behind Imken mall 

50. I neide Stadia C 
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51. On top 4 blue (minding 

52. Dew dead end alley 

53. Oh gtaand (stoat a| cox paxk 

54. In nook between mall entxanceo 

55. Behind building 

56. Uppa lend a| mall in (tent 4 otoxe with an le aigna 

57. lend oh wtnid mule Gmh 

58. Heat watex next to budge 

59. Behind JechapMl aign an dixt imk 

60. Oh fca^t te^ c| dming xange 

61. Behind wall on twixpin 

62. On dining boaxd at hotel 

63. Behind wooden hence in mnex 

64. In Iwnkex 

65. Undent kidge 

66. Rea* oh Mexcedeo' home 

67. On tn4tej> 

68. Inauto Jewellexg aha{> 

69. On bland in pond 

70. Imide Well Stacked Pizza Co 

71. Behind atom ai hanae next to Well Stacked Pizza Co 

72. Tty 4 building whexe you took photm oi Shtah and Candy 

73. Behind Vice Point Langex 

74. On matt kidge 

75. On dock 

76. Behind Mtadik Club 

77. Heax pool on top d building on oppooite coxnex to Malibu 

78. End beam on thixd (jEWi comtxudion aito 

79. Alley hehind Spand Etyteaa 

80. F mt doox hanae with pinipEe tnaj 

81. In Jacuzzi oh home with bmkeiball net 

82. Heax pool next to otarn 

83. Undent budge 

84. In entoute haled ohowexo 

85. Hext to paxple and white building 

86. Upatom aWtoe aj Police Stoiton 

87. On top blue and white building 

88. On atopa e| Hheguaxd hut 

89. Heax watex next to mooli budge 

90. Taj) at building next to VBP Secuxity 

91. Back poxch oh building opposite Reaenfcetg’a ohhice 

92. Heax owmuing pool oh pink apaxtment building 

93. On uaxxow ledge undex budge 

94. On Eedge oeax watex behind the Ocean View Medical 
Foundation building 

95. Tap 4 building oppooite mall 

96. In coxnex oh undexgxound cox paxk 

97. Meat to atepa at hauae by the watex 

98. On wooden plathoxm 

99. On teefea 

100. On atepa at fighthanae 


It umldn't be woxth collecting all the package a it you didn't get miething out oh it , 
but hoxtunately you do ... 

Package Rewntda 

10 Bady Axmux deliuexed to Ocean View Hotel & Mtanaton 
20 Choinaeun dediueted to Ocean Uiew Hated & Mtanaton 

30 Pythan dediueted to Ocean Uiew Hated & Mtanaton 

40 Flame-tlmwex deliuexed to Ocean View Hotel & Mtanaton 
50 PSGI deliuexed to Ocean View Hotel & Mtanaton 

60 MUnignn deliuexed to Ocean View Hated & Mtanaton 

70 Rachel £aunchex deliuexed to Ocean View Hotel & Mtanaton 
80 Sea Spnttaui deliuexed to Mtanaton gtannda 
90 Rhiaa auallable at Fa xt Baxtex Ait Baae 
100 Hunlex auailable at Fatt Baxtex Aix Baae 
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You get $50 for completing the 
first Rampage and this prize 
goes up by $50 every time you 
complete another. 


mUSm 


■HU 


HIOCKilig OFF 

SGoqes 


There are 15 stores around the city that 
you can rob. Point your gun at the clerk 
and he'll hand over the cash. The longer 
you threaten him the more cash you get 
but your wanted level also goes up. If 
you don't shoot the clerk he'll set off the 
alarm, which will gain you even more 
attention from the cops. 



S hm 


1. Gftak 

2. UuqjC Cmddmm 

3. Jmdhfuj Stm 

4. T whd up 

5. Cm&i Atm 

6. V'wpmatuj 

7. JuuMuiy Stm 

8. Biutck Tacfo 
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9. RytflH Aui 

10 . fmubwml 

11. DeCi 

12. Sc tm TIua 

13 . ViApmatuj 

14. JmeCi&uj Stm 

15. Co{e RMia 
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^ You'll perform a handful of 

these jumps during missions but 
there are quite a few, and here 
they all are... 
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i need a 

PiCK-me-up 
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hami 


Sick as a dog? Then you'll want to 
know where the nearest Health or 
Armour pick-up is... 

o Heattk 
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inside certain vehicles it's possible to perform 
missions that can earn you some tasty rewards. 


vigilance 


When driving a law enforcement vehicle - namely a Police Enforcer, 
FBI Rancher, FBI Washington, Predator, Rhino or Undercover Cheetah 
- simply press R3 to begin a Vigilante mission. This involves chasing 
criminals and bringing them to justice with extreme force. For added 
authenticity, put on the Cop uniform available in the Washington 
Beach Police Station. Complete Level 12 to unlock 150 Armour. 


After you've collected all the packages, the Hunter will become 
available at the Air Force base. Steal it (hint: use the cop uniform) 
then press R3 to begin this Vigilante mission. This is the same as 
normal Vigilante missions except that you now kill criminals by 
firing rockets at them from the air. Complete Level 12 to unlock 
150 Armour. 
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Pizza deiiveiiy 


aaxi diyveiL 


Get onto one of the Pizza Boys at a Well Stacked Pizza Restaurant to 
start this mission. You must deliver pizzas (unsurprisingly) to 
customers by throwing them, drive-by style. If you run out of pizzas, 
simply return to the restaurant to get some more. Make sure your 
time doesn't run out though - pizzas don't stay hot forever. 
Complete Level 10 to unlock 150 Health. 



' FiqaFiglniBiL 


Burn baby burn, disco inferno! Unfortunately there aren't any discos 
on fire in Vice City, only vehicles. Press R3, when in a Fire Truck, to 
start putting them out. Get to the fires as quickly as possible and 
press ® to fire the water cannon. However, it doesn't end there - 
once the can has been put out, people may jump out of the car and 
they'll be on fire too. Spray them with water then head to the next 
emergency. Complete Level 12 to unlock Fireproof, which allows you 
to run through fire unharmed. 







When you get into a Taxi, Cabbie or Kaufman Cab, press R3 and 
you'll be able to ferry the residents of Vice City to their destinations. 
Bonus cash is given for a speedy trip and for multiple trips in a row. 
Look after your cab otherwise your fare will jump out and you'll have 
to get it fixed before you can carry on. Deliver 100 people to unlock 
Boost, enabling your cab to do a hydraulic jump when L3 is pressed. 






Ever wanted to be in hit TV shows ER or All Saints ? Well now you 
can just by stealing an Ambulance and pressing R3. You now have to 
drive round town picking patients up and delivering them to the 
hospital. Saving lives - quite an unusual concept in the world of 
CTA. Complete Level 12 to unlock Infinite Sprint. 
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CARS & TRUCKS 


Welcome to Honest Frankie's. We've 
got the complete array of cars, 
trucks, bikes, boats and aircraft 
available in Vice City. They're a steal! 


VIClCITY 


This luxury saloon means you can look 
like a classy yuppie while you mow 
down innocent pedestrians. 


Find one of these parked outside 
hospitals or where there's a Vice City 
resident bleeding on the floor. 


Find these in and around the airport. 
Not much good in a getaway, but useful 
if there's nothing else about. 


A very tasty sports car that's one of the 
fastest in the game. Steal a white one 
for that ultimate Eighties cool. 


ADMIRAL 


SPEED: 6 DURABILITY: 6 


SPEED: 7 DURABILITY: 7 


SPEED: 3 DURABILITY: 4 


SPEED: B DURABILITY: 5 



BARRACKS QL 


SPEED: 6 DURABILITY: 8 


see them driving one of these. They're 
great at pushing through heavy traffic. 



SPEED: 4 DURABILITY: S 


Not good for gening away Trom 
anything, but at top speed it can push 
most cars out of the way. Tips at speed. 



Great for the beach and not bad on the 
road either. Just don't turn corners too 
quickly or you may tip over. 


SPEED: 7 DURABILITY: 6 



This little hatch is perfect for dodging in 
and out of traffic, but not for a getaway 
as it won't last very long. 


SPEED: 5 DURABILITY: 5 



Only available to drive in the Bloodring 
until you win and it's unlocked outside. 
Reasonable speed and is pretty sturdy. 


SPEED: 7 DURABILITY: 7 



This pick-up is pretty strong for its size; 
just don't expect to get away from 
anything very quickly. 


SPEED: 4 DURABILITY: 6 



This doesn't sound exciting and it isn't. 
Only steal one if you're desperate - the 
owner'll probably be glad to be rid of it. 


SPEED: 3 DURABILITY: 6 



SPEED: 4 DURABILITY: 6 


A plain old 

says on the tin. u gucs su 
for tailgating people. 


is great 


















































































The normal Hermes may not be up to 
much but this Cuban version is much 
faster and looks better too. 


This won't go back in time when you 
reach 88mph but it's still a great car 
with a high top speed. 


If you are lucky enough to steal one of 
these you'll see that it's super strong 
and has great speed for its size. 


This two-door beast has decent speed 
but really slow acceleration, so it's not 
good for fast getaways. 


SPEED: 7 DURABILITY: 6 ■ SPEED: B DURABILITY: 5 ■ SPEED: 7 DURABILITY: B ■ SPEED: 6 DURABILITY: 6 



Longer and faster than a normal 
Rancher, this is a good all-rounder - 
good luck stealing one. 


A faster and sturdier FBI version of the 
but Washington, complete with siren and 
the ability to do Vigilante Missions. 


Tough and quick for its size, the water 
cannon can be used to hose people 
down and cool them off in the hot sun. 


Slow but tough, this truck won't help 
you escape the law, but you can smash 
through heavy traffic with ease. 


SPEED: 7 DURABILITY: 7 H SPEED: 7 DURABILITY: 6 ^Hf SPEED: 7 DURABILITY: 7 JMI SPEED: 3 DURABILITY: 7 





tiemsm I 
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A faster version of the Burrito that has 
some rather fetching graffiti on the side, 
but it's prone to tipping on corners. 



Pretty average all round really and will 
serve you well in most missions if you 
decide to steal one. 


These are a pretty common sight 
around Vice City and they aren't too 
bad if there's nothing quicker around. 


Not very fast but it's a tough little 
cookie and can take quite a bit of abuse 
before it bursts into flames. 


SPEED: B DURABILITY: B H SPEED: S DURABILITY: 5 | S pE ED; 5 DURABILITY: B SPEED: 5 DURABILITY: 6 


HOTRING RACER 


- ! 27 - 





KAUFMAN CAB 



■ 




«<<<«<+ 


This is what you use in the Hotring races, 
but you can also unlock it at Sunshine 
Autos by delivering cars to the garage. 


Similar to the Esperanto in that it has a 
decent top speed, but poor 
acceleration, so no good for quick exits. 


Another beautiful sight in Vice City, 
which will get you where you want to 
go quickly and in style. 


This is identical to the Cabbie except for 
the fact that it has 'Kaufman Cabs' 
written on the side. 


SPEED: 1 □ DURABILITY: 4 ■ SPEED: 7 DURABILITY: 6 ■ SPEED: B DURABILITY: 4 SPEED: 5 DURABILITY: B 



























































































UHJ 


This is pretty quick for an SUV but 
watch out around corners as it will tip 
over if you're going too fast. 


Big and tough and pretty slow but it 
can push most other vehicles out of the 
way and takes loads of damage. 


This limo is Love Fist's preferred mode 
of transport and they certainly know 
how to travel in style. 


This little two-door car has very average 
speed and can't take too much abuse. 
Don't bother unless there's nothing else. 
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LINERUNNER 


SPEED: 6 DURABILITY: 6 


SPEED: 5 DURABILITY: 7 


SPEED: 6 DURABILITY: S 


SPEED: 5 DURABILITY: 4 



This is good on and off road and has a 
reasonable speed. However, a few hard 
knocks and it'll be on its last legs. 


SPEED: G DURABILITY: S 



Not bad for a van, but that's about it. 
Pretty similar to the Burrito except this 
has windows. 


SPEED: 4 DURABILITY: G 






Deliver 'Ice Cream' to the junkies of 
Vice City, but don't use it for anything 
else as it's slow and won't last long. 


SPEED: 4 DURABILITY: 4 



It's slow and handles like a dog, but it's 
also tough with it. Use this in gridlock 
to barge through traffic. 


SPEED: 4 DURABILITY: 7 



Similar to the Glendale but it doesn't 
handle as well. Pretty average and not 
bad if the law isn't after you. 


SPEED: S DURABILITY: 5 



No good for getting away from 
anything, but park one up then drive a 
car up the ramp to do a nice jump. 


SPEED: 3 DURABILITY: G 




SPEED: 6 DURABILITY: G 


This ex-army vehicle has reasonable 
speed, good handling and is pretty 
tough - so if you see one, nick it. 



SPEED: 4 DURABILITY: 6 


Unfortunately these are quite common 
in Vice City so you'll be in one sooner 
or later, just get rid of it quickly. 



This car won't talk to you and doesn't 
have a flashing light on the front but it's 
still pretty good anyway. 


SPEED: 7 DURABILITY: G 



Police cars are tough and fast enough 
to keep up with sports cars, but they've 
also got a working siren - hooray. 


SPEED: 9 DURABILITY: 7 



A slightly larger van than the Burrito, it's 
slower and the handling is worse. On 
the plus side, it's slightly tougher. 


SPEED: 4 DURABILITY: G 



This is great off road and is tough with 
it. Not as good as the FBI version but 
it's a damn sight easier to steal. 


SPEED: 5 DURABILITY: 6 
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Nothing can beat this tank for strength 
but almost everything can beat it for 
speed, even a Faggio. © fires the turret. 


SPEED: 3 DURABILITY: 10 


This station wagon 

wood panelling down the sides ana it s 
not a bad ride either. 


SPEED: 5 DURABILITY: 5 



This hearse even comes with a coffin in 
the back so when you run someone 
over you have somewhere to put them. 



RUMPO 


How many vans does this game 
This isn't much different from the others 
so don't bother stealing one. 


SPEED: 5 DURABILITY: 6 


SPEED: 4 DURABILITY: 6 



The Sabre has a decent speed and 
cornering and a lovely growling engine 
noise that will scare small children. 


SPEED: 6 DURABILITY: S 






Like a normal Sabre only much faster and 
with a cool white strip down the centre 
so people know you're driving a turbo. 


SPEED: B DURABILITY: 6 



SPEED: 6 DURABILITY: 6 


As its name suggests, this 4x4 is the 
king when it comes to sand. Get down 
to the beach and jump those dunes! 


HHH'liHli 
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'% GRUPPE 
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Pretty rare but it'll last ages if you do 
steal one. They don't go very fast so 
make sure the cops aren't onto you. 


SPEED: 4 DURABILITY: B 





FgTMgOE 



A decent four-door saloon that'll get you 
where you're going with minimum fuss. 
If you're in a hurry, grab the XS version. 


This is a faster version of the Sentinel 
that you can spot by its spoiler. You 
know what spoilers mean - speed! 


SPEED: 6 DURABILITY: G ■ SPEED: 7 DURABILITY: G 



A Mule with 'Spand Express' written on 
it, you need speed for express deliveries 
and this has more than the Mule, just. 


SPEED: 5 DURABILITY: 7 


nnnm 



SPEED: 7 DURABILITY: G 


This has a good top speed but go too 
fast and you'll notice it starts to handle 
like a dog. Good for straight roads only. 



Crockett and Tubbs would be proud of 
this convertible and so can you be if 
you get your hands on one. 


SPEED: B DURABILITY: 4 



SPEED: 4 DURABILITY: 6 


Limos aren't built for speed so don't 
expect to go fast. But if you just want to 
cruise then you could do worse. 



SPEED: 7 DURABILITY: G 


This is probably the best vehicle to do 
the Taxi Driver mission in as it's got 
pretty good speed and handling. 



Get into one of these to start an RC 
mission. Once it's over you can drive the 
van away, but it's not worth bothering. 


SPEED: 4 DURABILITY: G 
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Not recommended if you want to 
impress the ladies, or outrun the cops, 
or do anything for that matter. 


This makes you feel important as you 
cruise the streets looking for poor 
people to run down. 


Another big truck that is good in heavy 
traffic, but not if you're in a hurry. Turn 
too sharply and it'll probably tip. 


You'll find this at Kaufman Cabs when 
you've completed all the missions there. 
Faster and snazzier version of the Cabbie. 


SPEED: 5 DURABILITY: 5 ■ SPEED: 6 DURABILITY: 5 H SPEED: 3 DURABILITY: 8 ■ SPEED: 6 DURABILITY: 6 



Collect all the packages to unlock this 
beast. Then fly over the city firing 
rockets at everything that moves. 


This is the most common sight in the 
skies of Vice City and is reasonably 
quick and manoeuvrable. 


Like a Dodo with wings that can land 
on water. Just don't ground it or you'll 
never get it in the air again. 


094 1 FWerStation 


No.2 1100% PlayStation 0% fair 


SPEED: 7 DURABILITY: B 


SPEED: 7 DURABILITY: 6 


SPEED: 8 DURABILITY: 5 
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I This police boat is quick and handles 
well. It even has mounted guns that cut 
through the hull of your chosen target. 


; If you want to do a spot of fishing then 
this is the craft for you. If you want to 
escape the law then it definitely isn't. 


SPEED: 7 DURABILITY: 7 I ISPEED: 5 DURABILITY: E 


POLICE MAVERICK 


SEA SPARROW 




Considering this is a police chopper, it 
doesn't have weapons, but it is more 
responsive than a regular Maverick. 


A Sparrow that you can land in the sea, 
which can be useful if you want to hijack 
a boat. Be careful when getting out. 



Classy and sophisticated, steal one of 
| these then lie on the deck drinking 
champagne and catch some rays. 


Speed by name, speed by nature, but 
its handling leaves something to be 
> desired. Nick a Squalo instead. 

■ I 


SPEED: 7 DURABILITY: 6 | |SPEED: 6 DURABILITY: 5 | (SPEED: 5 DURABILITY: 7 | (SPEED: 7 DURABILITY: 5 


SPARROW 


VCN MAVERICK 




The fastest boat in the game is great fun, 
but it can become a bit of a nightmare 
to steer, especially in rough seas. 


You know you've made the big time 
when you own one of these, or you can 
just steal one and take it easy. 


SPEED: S DURABILITY: 5 [ (SPEED: 8 DURABILITY: S ( (SPEED: S DURABILITY: 4 | (SPEED: S DURABILITY: 6 


100% PlayStation 0% fair I No.2 RlWerStation I 095 
























































Grt Mo ef vibicl* 




THE WEAPONS 




Vi’r f' * T 
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Tkote’d ft (!ft*ge oetectuw ei iw^aptma la fN 
uuik (it Utce City. Bctwe m<l«8w » e* 4 *** 16 
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hand-GD-hand 



B nm Kmckiw 

gSQFwto 


Put a set of these on then 

V If you've nothing else 

M 

smack someone round 

to hand then you'll 

the chops and watch 

^ - * have to engage in a bit 

them hit the floor. 

of fisticuffs. 


meiee weapons 


- -- 


This is more like it - 
one shot one kill. Do 
you feel lucky, punk? 


“SCI 


MS: SM-pS i ;©fc? :: SMSS If* 
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heavy weapons 


assauip lyFies 



C»£l Wt4 

Accurate, powerful and 
rapid-firing, this rifle is a 
force to be reckoned with 



Throws flames and 
makes lovely 
barbecued cop. 



Wuiiujtui 

Destroy everything 
in your path with 
this mammoth gun. 


Rage* 

The Ruger is accurate and 
powerful, but isn't as fast 
as the M4. 


Wt60 

Powerful but 
inaccurate if fired for 
too long. 


Reefed 

Launch rockets at 


unsuspecting 
passers-by and 
watch the fireworks. 
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HIDDEN MISSIONS 


TCI/LC BY DIRT 


Go to the stadium between 20:00 
and 23:59 and look at the sign 
above the door to see what event is 
taking place. Go through the door to 
begin the event. 


BrOODRIKG DESTRUCTIOK DERBY 


You must drive through the 
checkpoints around the arena to 
increase your overall time. You need 
to reach one minute on the clock to 
win, but the other drivers will try 
their hardest to keep you away from 
the checkpoints. Your car can take 
quite a beating and will correct itself 
if you roll onto the roof. Reach the 
target time to win $1,000 and 
unlock two Bloodring Bangers 
outside the stadium. 


You must ride your Sanchez through 
all 32 checkpoints as quickly as 
possible. The catch is that many of 
these are on top of obstacles, which 
require precision riding. You won't 
run out of time, so you can take as 
long as you want. Collecting them 
all in less than 5 minutes will give 
you $50,000, less than 10 minutes 
will give you $10,000 and over 10 
minutes will give you $5,000. 


HOTRIWG 


The Hotring allows you to take part 
in a NASCAR-style race. Race 12 laps 
of the course and come in first to 
win $5,000, second for $1,500 and 
third for $500. If your car is 
destroyed during the race you are 
disqualified. You can visit the pits to 
get it fixed but this will cost you 
several places. Drive-bys are still 
possible to dispose of your 
opponents so make sure you're 
carrying an automatic. 


RC BAHDIT RACE 


Go to the north part of the beach to 
find a Top Fun van and get into it to 
start this race. Drive your RC Bandit 
around two laps of the track and 
come first to win $100. 


RC BAROM RACE 


Go to the top of the North Point Mall 
car park and get in the Top Fun van 
parked there to start this race. Fly your 
RC Baron through the checkpoints 
and finish the course first to win $100. 


RC RAIDER PICKUP 


Go to Escobar International Airport 
and get in the Top Fun van parked 
there to start this checkpoint mission 
Fly through all 20 checkpoints in the 
shortest time possible to win $100. 




You'll find this on the top of the 
multistorey car park in Ocean Beach. 
Get into the Stallion parked there 
and get through all five checkpoints 
before the time runs out without 
touching any cones. Each checkpoint 
you go through gives you more time 
and they can be done in any order. 
$200 is your reward for completing 
the course and this doubles every 
subsequent time you do it. 


pc j P|aygqpund 


Go to the location on the map and 


get on the PCJ 600 you find there. 
There are 24 checkpoints to get 
through in two minutes. Some of 
them are on top of buildings, so 
some precision jumping is 
required. To reach the final two you 
must jump across two rooftops, so 
get plenty of speed up. You'll 
receive $1,000 the first time you 
complete it, then $100 for every 
time after that. 


choppei|checKPOiini 


There are four Sparrows around the 
city which trigger this mission (see 
the map to find them). There's no 
time limit - the aim is to complete 
the course, getting through all the 
checkpoints as quickly as you can. 
The reward is $100 every time you 
complete the course. 


Get onto the Sanchez instead of the 
Landstalker to start this mission. Do 
two laps of the tracks, passing 
through all the checkpoints to win 
$100. Look out for some Haitians, also 
riding dirt bikes, who will try to kill 
you as you go round the track. 


L 


UL 


Go to the dirt track near the 
stadium and get into the 
Landstalker. Now do two laps of the 
track, passing through all the 
checkpoints to win $100. 


After completing The Shootist' mission 
you can go back to the Downtown 
Ammu-Nation and have another go at 
hitting the targets. Achieve a score of 
30 or more before the time or ammo 
runs out to earn yourself $500. 


100% CowpEete 


Complete the game 100% to get: 

• 200 Max health 

• 200 Max armour 

• Infinite ammo 

• Cars can take double the 
damage 

• Bodyguards 

• Frankie outfit delivered to 
the mansion 
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If you've saved with any 
cheats entered you will 
not be able to 
achieve 100%. 


choppeq. 

checKPOinc 


CheCKPDillG 


choppeq. 

ChECKPOMG 


cone cqazy 

















































jrBuiimlDaslilli 

O EHEBYSgERET 'I 
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<r> All THE ,_ J&. u 

SHORTCUTSlUL □ 


THE BIGGEST GAMECUBE GAMES SOLVED! 


SECRET IN IHE GAME 


• HARRY POTTER QUIDDITCH 

• LO.T.R. RETURN OF THE KING 

• TRUE CRIME: STREETS OF LA. 
« METROID PRIME 


• FULLY MAPPED GUIDE & EVERY GAP 


MARIO PARTY 5 VIEWTIFUL JOE HARRY POTTER » BUFFY: CHAOS BLEEDS 
F-ZERO GX "» BILLY HATCHER FREEDOM FIGHTERS AND SO MUCH MORE! 



HIGHBURY - PARAGON 








MEGIR 


Wtm HA 3 

I nds its 

sting action 
. with a bang 

JSFORMERS 
VI ADA 

.ere's definitely more than 
meets the eye to this game 

KILLZONE 

The latest screens A 

and information on M 

Guerilla's sci-fi shooter H 


METAL ^ 
GEAR SOLID 


n What is the greatest 
PlayStation game ever? 
Part one of a series 
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AUSTRALIA'S UNOFFICIAL PLAYSTATION 2 MAGAZINE 


‘excite, enthuse and inform’ 


SONIC HEROES » 007: EVERYTHING OR NOTHING 


FORBIDDEN SIREN » MAFIA 
l/V SIX 3 >* NIGHTSHADE » CRICKET 2004 » HAUNTED MANSION 
ICCER 2004 » CHAMPIONS OF NORRATH » R-TYPE FINAL 
GHOST RECON: JUNGLE STORM >* LMA MANAGER 2004 
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